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Flash is Back! 

Flash Gordon 1b Back to battle 
against the evil Emperor Ming in 
a Mastertronlc MAD. gama 

The screenshot Is taken from a 
pre-production copy of the game 
and shows Flash battling 



through a Jungle in which you 
must blast snakes, spiders and 
cavemen. 

Add to that a fight scons, a bike 
ride and the palace itself and you 
have a game worthy of the great 
man's comeback. Will Flash save 
the world? All will be revealed In 
September. 
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"What is this screen shot taken from?" 
Scratch off only one answer box 
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Archon II B 
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"Got it right?" Scratch oH the prize box below 

"Got it wrong?" Turn over the card for details 

of our prize draw, 
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Spot the Screenshot! 



YouVb tried Spot the Ball and 
Spot the difference and perhaps 
even Spot the odd one ouL t now 
Ariolasoft offer you the chance to 
play Spot the Screenshot! 

Every Ariolasoft game now 
comes complete with a Spot the 
Screenshot game card All you 



have to do is guess the game 
from a list of options. Get it right 
and you could win a variety of 
prizes including badges, dis- 
count tokens and free games* 
Plus you also get a chance to 
enter a prize draw and a chance 
to win a 128k computer. 



Mercenary Newtown Hits the Streets 



No, not a computer version of 
Milton Keynes, but 'Mercenary, 
the Second City a new dataset for 
existing Mercenary owners. 

Second City (or Mercenary 1-5 
to its friends) is an addition to 
the original Mercenary game. 
You load In the game and then 
load in the extra dataset This 
puts you in a similar situation to 
the original Mercenary, but with 
a whole different city and colony 
craft to explore. 

To recap: Mercenary was the 
hit game launched last year for 




Commodore and Atari compute 
era With an 'Elite 1 style of 3D 
graphics, with adventure, map 
making, and exploring aspects 
to it 

Second City is many times 
harder than the original game 
with many more traps and 
harder puzzles. There is also the 
inclusion of a 'cheat* room that 
only the programmer (he says) 
has the key to (a triangular one 
for anybody who may be playing 
the game and looking for a 
triangular key). 



Hangars and lifts are harder 
to find and they may or may not 
be working. Some transporters 
shift the space/time continuum 
and flip the city into a mirror 
image of itself — confusing any 
maps that you may have made 
completely. 

Puzzles abound — like the key 
you need to get at the start of the 
game also drops you out of the 
colony craft and lands you mUes 
away from anywhere! 

Novagen reckon that Second 
City will be the Qrst expansion 



extra dataset for any game to 
chart in its own right — perhaps 
they're on to a good thing here. 

The extra set is available for 
the Atari 6 bits, and the Com- 
modore 64 and Plus/4. These are 
either on individual tapes or all 
three formats on a single disk 



Amstradf!) and Spectrum(!H) 
versions are planned soon with 
Mercenary II due out in the new 
year. There is also an Atari 16bit 
version nearlng completion 
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It's a Mad Mad World 

An Interesting development 
from Konaml and a bit of a 
problem between their ooinop 
arcade division and their home 
video games division 

Most people (especially those 
who read Computer Gamer) will 
have heard of the N intendo video 
game system with its excellent 
graphics ability and cartridges 
that are very similar to a lot of 
Nintendo coin-op games. 

There is a veiy good reason for 
this — the circuit boards for the 
convertible coln-op games from 
Nintendo have the same circuit 
boards In them as the home 
video games. Now the video 
games cost around £100 and the 
coln-op games can cost up to 
£1000. 

The upshot of this is that some 
bright spark worked out that If 
he rewired the home video 
games slightly he could sell them 
as foil blown coln-op games at a 
fraction of the cost! 

Understandably Nintendo was 
not amused , . . 



Gremlin blaze the autumn trail 



Gremlin Graphics are set to 
release four superb games this 
autumn with the pick of the 
bunch being Trallblazer. 

TraUblasar is an Incredible 
race against time as you guide a 
spinning, bouncing ball along a 
route which is charging out of 
the screen at you at an alarming 
rate. You can roll your ball left 
and right speed up and slow it 
down as well as bounce by press- 
ing the fire button Using these 
controls you must keep on 
course, avoiding the many haz- 
ards in your way. Some squares 
speed you up t others slow you 
down, some even reverse your 
controls usually just before you 
reach a particularly narrow 
path or a whole series of gaps 
through which you will surely 
plummet losing vital seconds. 

The game drives you back for 
more and more of this punish- 
ment on the Spectrum and Am- 
strad versions but C64 owners 
are In for a real treat Imagine 
two trallblazers racing on the 



same course using a Pltstop II 
style of split screen display. You 
may be able to imagine it but you 
will have to play it to believe iL 

Future Knight is a new style 
of C64 graphic adventure in 
which the action takes place on 
20 screens of superb scrolling 
graphics. In fact each screen 
would actually cover your tv 
screen six times. 

Your quest features your 
attempts to rescue your beloved 
maiden from the evil clutches of 
Spegbott the Terrible and begins 
In a crashed spaceship, con- 
tinues in a wood and reaches its 
climax in a dark dungeon 

During the game not only do 
you have to explore and collect 
and use objects, you also have to 
battle against a variety of nasties 
Including wraiths, robots and 
incredible looking centipedes. 

Footballer of the Year will 
offer C64, Spectrum, Amstrad, 
MRX, BBC, Electron and C16 
owners the chance to play a 
football strategy game with a 



difference . Instead of taking the 
usual role of a manager you play 
a player. 

You begin your career at 17 In 
the fourth division and must 
play yourself to the top* Get Into 
the right team and you could 
play in PA Cup and European 
tournaments and may even pick 
up a lucrative contract with a 
foreign team Your aim at the 
end of the game is simple — 
become the footballer of the year. 

Gremlin are also working on 
Avenger, the follow-up to Way of 
the Tiger, C16 Monty on the Run 
and the C64 version of Jack the 
Nipper. 





US Gold's coin-op 
conversions 

US Gold's Christmas release list 
Is dominated by computer con- 
versions of coin-op classica. 

Gauntlet is the classic role- 
playing game that has stormed 
the arcades in both its two player 
and four player versions. Accor- 
ding to OS Gold the computer 
version (to be available for 064, 
Spectrum, Amstrad, Atari and 
MSX computers) will be a two 
player game but will allow the 
pliers to select from any of the 
game's four characters each 
featuring unique abilities. For a 



full player's guide to the coin-op 
machine see our June '86 Issue. 
The tips given to that should 
work as US Gold claim the whole 
dungeon has been recreated 

Brealrthru is a copy of a 
Dataeast game and is described 
"Rambo and Commando 
combined, but in a jeep"- As the 
action unftirls you have to blast 
your way through the enemy in 
your highly mobile jeep. 

Express Balder continues the 
kung-fu action of Dataeast's 
previous hit Kung-fU Master but 
In this scenario you are trying to 
rob a train. In one part of the 
game you are leaping from car- 
riage to carnage fighting guards 
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as you go only to be whisked 
away, sat on your horse and then 
have to shoot people shooting 
you from the train, 

Xevious Is an all out shoot 'em 
up that was popular In the 
arcades about 18 months ago 
and involves zapping anything 
in sight before they get you 

OS Gold plan to bach up their 
coin-op capers with the release 
of four other games and some 
long awaited conversions* 

Revolution is the first game 
to come out of the new deal with 
Vortex and is due out on the 
Spectrum and Amstrad in Nov- 
ember. Meanwhile, Alien High- 
way is to appear in the next 
batch of Americana games along 
with the underrated Hes Games 
sports simulation that features 
six sports including archeiy. 
diving and weight lifting. 

Wrestling and World Games 
are two new titles from Epyx and 
feature grappling In a square 
ring In one and a variety of 
events from around the world in 
the other, Including barrel 
Jumping from Germany and cliff 
diving in Acapulco. 

Undecided whether to do an 
arcade or adventure baped game, 
their new signing Masters of 
the Universe US Gold have 
opted to do both- This gives you 
the choice whether to flght as 
He-man and Battle Cat against 
the evil Skeletor with a joystick 
or through a graphics adven- 
ture. C64, Spectrum and Am- 
strad owners can decide in Nov- 
ember whereas MSX, BBC and 
C16 will have to settle for the 
adventure. 

Finally, long awaited conver- 
sions expected soon include 
Amstrad Impossible M<*ff1fm T 
C16 Summer Games, and C16 
and MSX Winter Games. 




Acorn's Last Stand 

Acorn Computers seem set to 
make their last ditch attempt to 
grab a section of the home com- 
puter market before thqy 
abandon it in favour of the less 
lucrative but more stable (ie, 
Acorn have got it completely 
sewn upl) educational market. 

The new machine is as yet 
unnamed but its specification is 
similar to that of the Master 1S8, 



launched a few months ago into 
the educational market 

The new machine will have 
Master compatibility 128K of 
memoiy t a built In 3J inch Sony 
disk drive and a builtrin 
Microvltec monitor. The price — 
in the region of £450. 

Also included in the package is 
64K of built-in software inclu- 
ding a wordprocessor and ter- 
minal emulator, 



The main difference is that 
nearly all of the Master's inter- 
faces have been left out. How- 
ever, as most home machines 
don*t have masses of interlaces, 
this should not be a problem 
However, two nine pin 'D' 
sockets (Atari type) for Joysticks 
have been included, which is a 
departure for Acorn who have 
used proportional types before 
now. 







Star Trek 

Beyond Software are set to 
release the official Star Trek ar- 
cade/strategy game to coincide 
with the 20th anniversary of the 
cult science fiction series* 

The game is to be written tjy 
Mike Singleton whose work has 



included Lords of Midnight and 
Quake Minus 1 and will be a 
cross between Shadowfire and 
Elite with loons of the main 
characters {Kirk, Spook, Scottie 
and co> controlling the Enter- 
prise as they boldly go where no 
game has gone before. 




The Highlander 

The Highlander Is a new epic 
adventure film to be released In a 
cinema near you at the end of 
August and Is to be the base for a 
game from Ocean The film stars 
Sean Connery and Christophe 
Lambert and features music fay 
Queen. 

Christophe Uunbert is Connor 
Macleod the Highlander, an 
Immortal warrior who battles 
against his arch enemy the 
Kurgan for four centuries. 
During the film Connor is helped 
and trained by Sean Connery 
(Ramirez) to prepare for the 
final battle,.. 
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Pistil 

Fist IL The Legend Continues is 
described as an arcade, adven- 
ture, strategy, simulation sequel 
to the award-winning Way of the 
Exploding Fist 

The action is set In 100 
screens of a hostile land of dark 
forests and dank swamps in 
which our hero must punch, 
kick and leap past ninjas, 
shoguns, warriors and soldiers 
as well as the odd wild animal 

Fist II will be available soon in 
C64, Spectrum and Amstrad 
versions from Melbourne House 
and will cost £9.98* 

IncldentaUy, did you know 
that Hock IT Wrestle is sold in 
the Stales as Bop and Wrestle? 



DurelTs Big Four 



Durell Software's four most suc- 
cessful games are to appear on 
one tape. Titled the Big Ibur, the 
tape features Turbo Esprit, Sab- 
oteur, Combat I<ynx and Critical 
Mass. The Big Four will cost 
&l 1.95 and will be available on 
twin cassette for Amstrad, C64 
and Spectrum computers. 

Durell also plan for the aut- 
umn The Avenging Angel which 
is the long awaited sequel to 
Saboteur as well as arcade games 
Thanaios (features a superbly 
animated dragon), Chain Re- 
action ( l *U10mate ri style arcade 
adventure), Killos Dos (combat 
the bugs inside a computer), 
Sigma Seven (seven arcade 
games Including a 3D space 
shoot 'em up, an arcade puzzle 
and a platform game) and Deep 
Strike (sequel to Combat I<ynx). 



Bambo Goes Cheap 

In last month's article on The 
Great Adventure Game' we nag* 
lected to mention the prices. This 
was a good thing as Just after the 
issue come out we heard that 
their prices had dropped The 
price for the whole day now costs 
£1750 with extra ammo at £1 a 
magazine and 50p for a gas 
cylinder, and with discounts for 
groups this represents exoeUent 
value for money. 

The Great Adventure Game 
have Just completed their first 
year of operation in this country 
and a staggering 8.000 people 
have played the game. 

The Great Adventure Game 
has sites in Hertfordshire, Kent, 
Surrey and Sussex. POr further 
information ring their head 
office on 01-940 7644 or their 
Kent site (the one featured in the 
article) on 01-960 4941. 



Changes are occurring in the upper echelon of the 
Gamer ntficus. After 18 months of alien bashing at 
Argus, Tuny Hetheringlon is leaving foi pastures new. 
The editor beaming down to lake his place is Eric 
Doyle whose name is no strangei to iht?$e pfiges. He 
has been a regular contributor to Garnei since its 
launch and promises a radically new approach to the 
gamo* scene, 

The first change will be a not-so-radicai letters page 
full of your opinions. .Are you being hassled about 
the t»me you spend on your computer? Have you 
been ripped ofl latt:Iy? Are you bricfc-watled by the 
next stage ot your game? Wiite to Computet Gam* 
I Golden Square, London Wl R 3A8 and we'll do 
our best to supply the cun 

We alt wish to thank Tuny for his ettoris in the past 
which has made Gamer the best games magazine on the 
newstands, Good luck and may Th*! new job go with a 
b i-y. 
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*Jr to air and air to ground combat flight simulation 
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Starglider 

StargUder is a new "air to air and 
air to ground combat flight sim- 
ulation" from Rainblrd (the 
people who are still trying to 
bring you C64 Pawn), 

From the Atari St screenshots 



the game seems to feature battles 
with line drawn alien ships and 
curious ground-based walkers, 

StargUder has its debut on the 
Atari ST at the end of August 
with C64, Spectrum and Am- 
strad versions promised before 
Christinas. 



The Sacred Armour 

A suit of sacred armour (of 
Antirad) is the quest of the next 
game from Palace Software. 

In a departure from their 
Cauldron series, the game which 
will be available for both the 
Spectrum and C64 features a 
running, Jumping, crouching. 



rock hurling hero who must 
search for the sacred armour. 

Should he And it, the screen 
will burst into life showing the 
instruments that control the 
armour's powers. With this 
armour you may be able to 
destroy the power centre of the 
tyrants that have been giving 
your village a bad time. 
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Ultra Games 

If you want your arcade skills 
tested to the limit then try Ultra 
Games, 



On the menu for C84 owners 
with up to IB friends is Urban 
Helichase t Dawn Raid, Triple 
Draw Poker, Cyberball 2000 and 
Space Pool These and the other 



events can be played In an Ultra 
League, or Ultra Knockout game. 
Ultra Games will be available 
soon from Microclassic for the 
C64. 



Piranha 

Piranha is the new games soft- 
ware house from Macmillln and 
features games with strong Tv 
and comic connections. 

Their initial batch of Ave 
games will feature Rogue 
Trooper, an arcade game star- 
ring the 20O0AD comic hero. 
Nosferatu the Vampyro, a 3D 
graphic adventure based on the 
20th Century Fox film, a graph- 
ics adventure Inspired by a new 
tv series starring Terry Wogan 
called the Trap Door (????), a 
Delta Four adventure called The 
Colour of Magic and a 3D arcade 
game featuring Strike Force 
Cobra, 
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US Gold's mega game for the Autumn is a 
mixture of a helicopter combat game and an 
arcade adventure inspired by classics such as 
Commando and Impossible Mission. 
Tony Hetherington investigates. 
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sends you hurtling off or. your It is important to act quickly 

nubsion an<3 -equost, the other aircr*! 

Unfortunately you re hurtling rD as soon as you spot him as 



tactical map to find the heading 
of tlie target. This you program 
Into the ADF ( automatic direct- 
ion finder) which will guide you 
to the target. 

Steering the Gizmo is fairly 
easy using the joystick although 



with a request for your ro and 
you haven't a clue which one to 
give. 

Even if you do get in first some 
of the ID'S aren't that obvious 
and so you stliJ have to decide 
■/;!-.. '?:'-:■ Komie, Seth, Whipple 



[±L*Lt)flbl(H*fcV> 



i Keep it on course while or not. Even if you don't, know 
keeping an eye oi it for warning you should guess as if you leave it 

•••••••••••••••••##( 

"Warranty? You don't really 
need one of those. That's for sissies." 

(Dweezil McGibbits ( no relation) 
president of Whizzbang). 



You are Captain Johnny "Jimbo 
Baby" McGibbits known to all as 
the Infiltrator, 



perser as wel I as real imitation 
bearskin seats, racing stripes 
and a stereo systei 1 1 



lights and other aire: 
When you see a plane you have 



too long they'll attack anyway 
Besides while you're looking at 

i screen 



expert 



Unfortunately the world needs 
saving again as the Mad Leader 
plans to destroy it So wearing 
your designer McGibbits, trim I I 
bulletproof jeans you head for 
the launchpad whistling the 
theme tor your new TV series. 

On the pad Is the Whizzbang 
Enterprises Gizmo ADHX 1 
Attack Helicopter ("The Snufl 
master" > which features a 
turbine thrust Whizzbang 
Whirler engine capable of top 
speeds of 450 knots < 900 knots 
with the Whizzbang Whomper 
turbo bo< two rapid fire 



missiles, ultra-sopnis- 



you will have to land secretly. minions or one of your buddies 



photograph or destroy one or ID codes using the Gizmo's 



• • ♦ 



"No mission is over until I get 
something for my trouble" 

(Johnny '•Jimbo-baby" McGibbits ). 



e objects then fly back to 
base for the next mission. 

The game opens with you at 
the controls of the Gizmo on the 



• • • • 



communications screen here 
you can ,-equest an ID or send 
yours. 



real one 



Assuming all is well you will 
get a cheering ( good luck 
Johnny) message and continue 
on your way. Chances are. things 
wfll be far from well and you'll be 
caught m a duel to the death. 

During the baitle you can 

•■ack the enemy with your 
cannons ( aimed through a heads 
up display ) or with one of your 
four waster missiles Th& enemy 
will attack you witn heat seeking 
and radio controled missiles 
which if you're quick you can 
detect and divert with your flares 
and chaif disperses However 

ice only one system can be 
active at any one time you're 



them as you switch from defence 
to attack One wrong move and 



target 



have to land in 



I'lLiiiilm'! 
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"If you blow the mission, you can forget 
about the film rights" 

(Johnny "Jimbo-baby" McGibbits"). 



first one Is to photogrpah secret 
documents). Use the right card 
in the right room and you could 
shut off the alarm system or 
even open the security doors 
that are Inaccessible to you 

Once you've searched a build- 
ing then it's on to the next until 
yo\ir mission is complete. 

Beneath the 3D view of the 
room you are currently in a map 
is displayed of the building 
showing the rooms you have 
explored as weir as the exits. To 
help you m your mission some of 
these rooms appear red, rather 
than the usuaJ blue Indicating 
that there is something impor- 
tant, either about the room or its 



Graphically the game ranges 
from excellent to only good with 
superb animation In the flying 
sequence mirrored by disap- 
pointing blocky graphics In the 
room searching partofthogame. 

When you are in Gizmo your 
own joystick moves are copied by 
the hands at the bottom of the 
screen Press the button and the 
right hand thumb reaches for 
thebutton. 

The standard of graphics is 
maintained with the commun- 
ications, tactical map and 
damage display screens as it is 
when you are walking through 
the camp, But enter a building 
and they become disappointing. 
Luckily this doesn't spoil the 



otherwise your oil pressure will 
go haywire and yoirtl end up as a 



BgC 

Once youVe successfully 
landed you have plenty of time to 
sign autographs and practise 
your winning smtle as you have 
to wait for the ground mission 
program to load ln_ 

When it has loaded, the scene 
changes to you standing beside 
the Gizmo that you liave landed 
in a clearing in the woods. 



which are ignoring you) and 
some buildings. You dive inside 

_ I _ ^_ ^ — — — _] lb I^HA n 1 .- LL 1 — L IP 



around. 



are many ways to fall. The 
easiest is to Ignore a guard's 



• • • 
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sleeping 



Whizzbang Enterprises. We're with 
you all the way." 

( applies only within our national boundaries ). 

Inside vou flna numerous alarm and warn the guards to 



spray, camera, 



the game. 

The package Is completed by a 
humorous ratebook that des 



and the Whlzzbang Corporation 
and the quotes throughout, this 
review are a sample from this 

booklet 

Infiltrator was originally 
written by Mmdscape and will be 
imported by US Gold for the C64 
on tape (£9,95) and disk / 

&14.95). 

The game heads US Golds 
autumn challenge and shouldn't 
be missed. 



camp. 

As you approach the camp a 
guard spots you, calls you over 
and demands to see your papers. 



inspect wL 

gas capsule (or gas grenade) 



anything. 



search, while a guard isnt 
watching or is gassed, by stand- 
ing m front of them. Inside you 
may find useless things such as 



a security or electronic card. 



to succeed in your mission ( the 



able to shut off the alarm using 
an electronic card but eventually 
they will get you 
Should you fail (although a 



Originality 
Graphics 
Use of machine 



times ( unbelievable) then youTl ST AH RATING 



filf»»Kl*Wrfl^ 



on the launching pad. 
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All entries to our on-going hi* 
score competition should be on 
the most recent form and only 
one entiy per person per form. 
All entries should be witnessed 
and forms must be filled in 
correctly. 

In the comments section you 
can Include any points that you 
w oul e like to make about the 
game, how you did it, a hint 
perhaps. The best hints will go 
Into our main hints section 

All entries, as usual, to: 

Computer Gamer 
Hi-Scores 

Argus Specialist Publications 
1 Golden Square 
I jondon W1B ?ah 

Good luck. 





► 
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Game 


System 


Scorer 


Score 


Action BOcor 


064 


HMcdovarn 


357629 


Action Bilcor 


Atari 


Wigel Clarke 


837462 


Hyper Sports 


Spoctnim 


David Stoln 


415980 


Hyper Sport* 


C64 


Torrance Nichols 


131600 


Pole Position 


Atari 


Dominic Anderson 


1366 SO 


Pols Position 


BBC 


David Brown 


133350 


■lite 


BBC 


Robert Booth 


314748364 


BUte 


Electron 


Craig Burbridge 


1100476 


Elite 


C64 


Jason Kennedy 


438967318 


BUte 


Spectrum 


Gavin Sneddon 


81000 


Bruce Lea 


Spectrum 


Sam Swift 


6000000 


Brace Lee 


Keith Nicholson 


1185680 


Who Dares Wins H 


C64 


Julian Bryant 


113SS0 


Bald Over Moscow 


064 


Bjorn Egll Halaan 


856800 


Bald Over Moscow 


Spectrum 
Atari 


LeeTarver 

Ml . fc 


348380 

4 Pi A ^ B^ ji 




Simon Jones 


1B9130 


Tsfc ■ *i m 


064 


Simon White 


816650 


ChopSuoy 


Atari 


AlanWheatley 


H « •■* ** *-* V 

18S780 


Exploding Plat 


C64 


Simon Johanasscn 


814000 


Exploding Hat 


Spectrum 


Karl Winterbottom 


838800 


Exploding Firt 


Amstrad 


Chris Baatelro 


94800 


YieArKungTu 


064 


Kristian Tjesaem 


2466200 


YleArXnngFa 


Amstrad 


Derek Bailey 


1106800 


YieArKnngPu 


Spectrum 


Pan! Malum 


2780O00 


Tie Ax KuBg T%x 


BBC 


Xan Cameron 


778100 


Tie Ar Knag 7a 


Electron 


Colin McGowan 


787100 


Commando 


064 


Steve McDonald 


9807 BOO 


Commando 


Spectrum 


Freyr Kolbetasaon 


17 1831 50 


SonlafaBobot 


Amstrad 


B Messenger 


63% 


Repuma 


Electron 


Simon Poyplowell 


6009 


Highway Encounter 


Spectrum 


David Houston 


41030 


ChopSuoy 


Atari 


Giancarlo Masaironi 


833630 


trAmPP 


064 


Torsteln Vee Ranlcvlk 


386100 


Hunter Patrol 


064 


D Jolley 


88400 


Gyros* 


064 


JohnChasey 


336860 


Mr Bee 


BBC 


Wynriharq Townend 


163360 


The Eidolon 


Atari 


Aaron Hardwick 


19499 


Bombjack 


Spectrum 


Cliff Joseph 


7666O0 


Bombjack 


e^sffiffbsT&iU 


Craig Thomas 


794630 


Paradrold 


064 


James Daffy 


50860 


NOMAD 


Amstrad 


NailFenton 


8800 


BCs Quest for Tyres 


C64 


BJorn Egll Halsan 


11566 


Intenmtlnai Karate 


C64 


Gary Smith 


61600 


Fractalus 


Atari 


Martin Craven 


880783 



I 
I 
I 



Send to: Hi Score, Computer Gamor, 1 Golden So, Loncton W1R 

3AB 




Full Name 
Address ,. 



Game 

Score 

Machine - 1 . 
Comments 



i 

i 
i 



Telephone 
Age 



Signed . 
Witness 
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Start the new season In style by winning a copy of Gremlin 
Graphics' great new game 



Here we go, here we go, here we 
gol Here we go with a new foot- 
ball season. It doesn't seem five 
minutes since the last one fin- 
ished (it isn't) but now Liverpool 
have to win all their trophies 
back. 

To celebrate the new season 
Gremlin Graphics and Gamer 
have teamed up to give you the 
chance to become a winner and 



take away a copy of their new 
football game — Footballer of the 
Yeas. 

Gremlin are Just adding the 
final touches to the game that 
features you as a footballer* You 
begin the game In a fourth 
division team and you must play 
yourself into the big teams and 
maybe even a lucrative Euro- 
pean contract but overall your 



aim is to become the footballer of 
the year. 

We have 50 copies of the game 
booked to give away to the win- 
ners of the competition as well 
as 10 footballs for the first 10 
correct entries, so youVe got a 
great chance of winning (prob- 
ably a better chance than your 
team). 



How to Enter 

All you have to do to enter this 
simple competition is solve our 
little puzzle that represents your 
attempts to soore the winning 
goal in an important league 
match Miss the goal and your 
team is stuck in the fourth 
division tbr another year and 
you'll be lucky to get a game. But 
score It and promotion Is yours 
and you'll be on your way to 



14 
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becoming footballer of the year. 

All you have to do is place the 
pieces on the board so that they 
reach in a continuous line from 
your start position to the **back 
of the net". They must not over- 
lap, nor can they pass through 
any square occupied by a de- 
fender, or the goalkeeper or 
they'll tacWe you and your 
moment of glory will be lost for 
ever. 

The pieces represent a seizes 
of runs, passes, shots and 
headers that hopefully will end 
ingloiy. 



You don't have to use all of the 
pieces but those you do must fit 
exactly onto the grid 

Once you've solved the puzzle 
(and sealed promotion) write 
the numbers of the pieces you've 
used (in the order you've used 
them) on the coupon below as 
well as on the back of the 
envelope and then send it to 
Footballer of the Year, Computer 
Gamer, No. 1 Golden Square, 
London W1R3AB. 

All entries should reach us by 
36th September, 



Footballer of the Year 
Competition 



M tll- H * 



....... .~. ...*..,..,.„„.».„.».. >„.» t 



Computer Gamer "Footballer of the Year" Competition. 



My route to goal is 

*<• C*J HV *.t,.<'»<T>»<«MI>PM.4t».>4M..*»..4.t.>*»...M.4**.t.».»t 1 t f 1'ff f Ittlllt 



Address.. 







I--* 



" ■■■"" " 
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CRL COMICS PRESENTS 



THEVERYEIC 



' \ 



i* 



■-^r 



**<«n*\ 



AW'.oow. oocm tA>f_vw 

ITS UA06EW.B0I 



THAT WASN'T 
J>06'5 BtZNtS 

m 



#.' . 



•*.? :. 



w?. 



Vf vN 



r ?HEiW. SOO 6WEU. 3UOT 
LVKE OJE Of CEUA FC851LTWnNTL"« 
CA&6A&Y ONES.' 



■ > 



OWE* a= TOWE HAS TUMBLED »**T0 THK CWE{«.W»i ^J^S, 
(C^T ^STt.SP»C£fl>4RE5OfAEES.V00 SHOULD HftVE «IN rt EBL Ifg-WAE 1 - 1 , 

fcou&u! LWED W THE 6 Q& AU. WE UFE 

WELL, I'W TRiWt 

1ST BAxOES. &CMOCU.. 



■ - ■: * 



"WATCM IT. WW>0- 
. Off, SliMTlH WiGWT 

, happen TO HER 

FRlCClD! 



•*• 



£** 



'I*-- 






OW NOT WfftO 

[of ws tAo»te 

I PREPARE FoR> 
,0*00 SoW* &! , 



• r ■!»»»' 



l WHV.... M/SS 
PEATTYOUTH.';; 



ftrvfc Set\sib'« 3«i •■ 



*<g»j IS "*Q *ooo 



BflEftAWHlLl.AT A etNTl£rtD« 
CUB INTHETWM-. 



iCUAiRl I WfcU_ S«l THE 
won, sec 






TUtVT *OOfc »Wf »S 

l_A*CE l*\Nt IS! 



l -ro effort *Ti™L 

• eh? w' 



;■-. 



^ wE 7Y !5 
(mellow r~*Ti 



y> 






p.. 



c® 



LtKHS 



fj gSFfci 



USED A. RUDE WOW- 
Kvffl THEM TWe< BlEEPED 

i p &0LW'. 1 READ A BoW. 1 

[once fty- what's **t- 

|nmAE-0HSoN G . QR^EU- 

fvmn»*HS. 



DO, 






Utttt 43U OW OOWWn SCO UkC 
r T0 UfcRl SHETnODlH) ME (WTC 
NV< U0l£ tAONES TH\S JAORNM&K 



•o- 



ST 



\S* - 



'fr* 



:»s 



^te 






'■■tf. 



n 



•Wff 



ViWH, PMfESSOR STlCtCT! 
V DIDM'T EXPECT A CALL 

^WAHQW ThE OWE 

HW MOKE avCE. 

[THE CANiE SWAaCWtC 

rttRl AND^THECAR 
HP ,c, ftE Evi SOC^Et. 

v O0WNTHEB0&- 



SKt 



NOU'RE MOICoPAW* 

thbdOgm- hw^rs 

OortE OOWNl THE 
ftoG?/ 



mo - usjcm g^yg^iA^ - 1 



^^r"^ 

*!*■& 



^convert vao "Jto Food 
FOR *W VAKDCRf 



.-■ 



PHEW.'GA&-' IF I'D HAD MVl 
HOCKEY 5TICK, IT-D BE A 
©Uf t« P(Ff£«£NT TALtj, 



PEAK' 1 



R<, ,*».. 



/ 



^ 



:fc 



GOSH? MISS 
PEMTWUW 

CLAP 

AMAZON^ 



r 





■ ■xSl 



&fe 






Xi* 






^1 



\ 



frwrn's "! ano twm uwn-jaiwsd 



K^ 



^ : -^i 



hev:. Vbu'tt omit a 

DISH ASWUAtt' 
MC HE>1 HEH «H 



W«W HMS V\*CTEHED TO »-\^S 
F&»TT(XjOt T WHM'€»OlS OH TWKT 



COMPUTER GAMEB SEPTEMBER 1986 




OCEAN SOFTWARE • 6 CENTRAL STREET ■ MANCHESTER M2 5NS 
TELEPHONE: 061 832 6633 TELEX: 669977 OCEANS G 

DISTRIBUTED IN GERMANY BY DISTRIBUTED IN FRANCE BY 

OCEAN FRANCE 

TELEPHONE: 

010 33 93 42 7144 




TELEPHONE: 02101 60040 






--°s t m \ 




mm 




Title: 
Computer: 
Supplier: 
Price; 






Kung Fu Master Is yet another 
martial arts gams converted 
from the coin-op original that 
was In the arcades a year or so 
ago. The plot (as such) Is to fight 
through Uie wizard's temple to 
rescue the beautiful maiden from 
his evil dutches. To do this you 
flght through five floors (levels). 

These are horizontally scrol- 
ling, corrtdomike arrangements 
with henchmen coming at you 
from both directions, Eveiy now 
and then you get a specialist 
armed with a weapon, and at the 
end of each level there Is a 
guardian to beat 

Controls are simple and you 
can kick and punch your way 
around to your heart's content 
The graphics are all that could be 
expected from a machine that Is 



Kung Fu Master 

Spectrum 

US Gold's (Ocean, Dataeast) 

£9.95 



as crude as a Spectrum Is com- 
pared to the coin-op original that 
the game was originally des- 
igned tor. The music Is likewise. 
A small point about the 
graphics is that on the pack- 
aging, there are Commodore 
screen shots Now, the Commo- 
dore version has quite 
acceptable graphics, whilst the 
Spectrum hasn t This could lead 
some unwary Spectrum owners 
astray, I hope It doesn't 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 

White Dwarf 
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Title: 
Computer: 
Supplier: 
Prico: 



▼ 

t 



I can safely say that this gams 
has pleasantly surprised me — 
you know what 1 mean Harry. I 
expected the usual dramatically 
cut down and disappointing 16K 
effort, but in this game the 
graphics are great (If a little 
chunky) and really make the 
whole game. 

FB f s Boxing la a boxing game 
where you have to flght your way 
to the top through different op- 
ponents — The Canadian 
Crusher, Andre Puncheredov, 
and Fling Long Chop. Only three 
on the C16, rather than the 
larger numbers on the other 
machines — but no worry, three 
is enough as you have to fight 
them at three different levels 
anyway. 

The format of the game is your 
opponent facing you, and you 
(playing Frank himself) face 
him Around the ring Is the usual 



Prank Bruno's Boxing 

C16 

Elite 

£7,96 



ropes and a scoreboard with pic- 
tures of the two fighters on it 

You can't move around the 
ring but you can duck and dive 
and there are a variety of moves 
that can be amde with different 
types of punches, and your 
opponent don't half look funny 
when you clock him a couple of 
times — know what I mean 

The game is great to play, and 
despite its simple concept and 
content carries itself off well — 
mainly due to the large 
graphics. 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 

Red Giant 
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Title: 
Computer. 
Supplier: 
Price; 
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First there was Golf Con- 
struction Set then Leaderboard 
and now Mastertronlc give CG4 
golfers a chance to play a round 
at a budget price. 

The game features a single 18 
hole course in which one or two 
players can complete using a ftill 
set of dubs Including woods, 
irons, wedges and a putter. 

Befo re each shot is pi ay ed a 3D 
view, looking toward the green is 
drawn. You must then select a 
club, aim In the general direction 
you hope it will go and then take 
a swing at the ball 

You control the amount of 
welly that you put into a shot by 
the distance you pull back and 
then swing the club. How 
straightyou hit it depends on the 
timing between the two moves as 
well as the strength and dir- 
ection of any wind blowing 
across the course. 

When you get within 12 yards 



Hole in One 

C64 

Mastertronlc CMJLD. chrome] 

£2*99 



of the hole an extra plan view Is 
displayed so that you can plan 
your shot to take Into account 
the 44 tilt" of the green 

Unfortunately, although the 
graphics are in 3D they hinder 
more than they help you Thqy 
aren't particularly spectacular 
and It is often impossible to see 
the green Add to that the lack of 
any Idea how far youVe hit the 
ball and how much Anther there 
is to go t and you soon find you're 
taking shots completely in the 
dark 

A disappointing game despite 
it's budget price. T*H. 



PLANET RATINGS 

Originality 
Graphics 
'Use of machine 
Value for money 

STAR RATING 

White Dwarf 
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Title; 


Gladiator 


Computer: 


Amstrad 


Supplier: 


Domaxk 


Price: 


.££,99 







♦i 



Gladiator came out on the ZX 
Spectrum a few months ago 
amidst cheers of dramatic 
apathy. Fighting games have 
Just about been done to death by 
now and Gladiator, deslte having 
a lot of saving graces and pro- 
bably being the pick of the 
bunch. Is still yet-another- 
flghting-gama 

Instead of the manic orientals 
with Bruce Lee fixations that you 
normally get In a game like this. 
Galdiator seems more like the 
thinking man's dose of gratuit- 
ous violence with 45 different 
weapons to choose from with 
different attack and defence 
attributes for each type. So you 
can be the Nubian type of fighter 
with a net and trident or the 
Spartan type with a sword and 
short shield — thecholoelsupto 
you, though I recommend one of 
the longer weapons to keep your 
opponent at bay. 

Control Is through the usual 
eight positions of the Joystick 
and eight with the fire button 
pressed to make 16 in all The 
Spectrum version of this game 
had a mode where you could 
practise all the necessary moves 



In the clearing of a wood This 
seems to have been omitted from 
the Amstrad version — to the 
detriment as you have to know 
the moves before you can effect- 
ively fight, and you can't learn if 
the opposing gladiator kills you 
within a few seconds of starting 
the game. 

The graphics are resonable 
and the animation Is OK Ths 
characters are a bit chunky with 
not too much detail in them, 
whether this Is worth the extra 
colours that this brings is 
another matter completely. 

Not a bad game, but not a great 
game, one that the martial arts 
pundits will probably shun 
because it takes a bit too much 
brainwork And everybody else 
ignoring it because it is so much 
like a martial arte game. Ave 
Domarcus 2K.2L 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 

Bright Star 
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Remember Winter Games? Well 
Winter Evnets Is an unadulter- 
ated 'reproduction' of this great 
game on the C16> On a multiload 
tape each of the six events is 
loaded separately and indep- 
endently, and there is a space on 
the cassette insert for putting In 
the tape counter reading so you 
can fast forward to the appro- 
priate section. 

The games play quite well with 
excellent graphics for a machine 
of this size. Games Included are 
skating, sk\jump, biathlon, speed 
skating, bobsled, and down hill 



ski-lng Most events have a 
peeudo 3D effect with the down 
hill and bobsled being especially 
excellent* 

With the expansion of the 
huge C16 marked, it Is good to see 
quality software of this type 
emerging, M.IL 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 

Nova 
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Title: 


Super Cycle 




Computer: 


C64, Spectrum, Amstrad soon 




Supplier: 


US Gold (Epyx) 




Price: 


£9.95 






*i 



Super Cycle la a superb racing 
game for all those who prefer 
their high speed racing action on 
two wheels. 

Before you begin burning up 
the comers and the tyres you get 
a chance to ensure that you're 
wearing the right gear. A choice 
of eight colours for your bike and 
leathers as well as five different 
leather designs will ensure that 
you 11 stand out from the crowd 

Onto the first race and it's a 
straight (almost) race across 
country against the clock. Con- 
trol of the bike la simple with up 
and down controlling the throt- 
tle and left and right steering the 



bike. Pressing the button 
changes gear which is essential 
if you are to reach those top 
speeds of over 160mph. 

YouTI soon notice that there 
are other bikes in the race, all 
hell bent on getting in your way. 
However, a cpiick nudge should 
see them oft But if they get you 
or you spin off the track then 
your customised bike will be 
reduced to a pile of rubble and 
youTl be flat on your back 
Luckily a new bike quickly 
appears but will you be able to 
catch up those valuable seconds? 

Complete a course within the 
time limit and youTI be onto the 
next track with a hefty bonus. 

During the game you have to 
race in all weathers, including a 
thunderstorm and navigate 




Title; 
Computer: 
Supplier: 
Price: 



Tl 



Remember this blast from the 
past? This Is a game that waa 
originally released by Micro- 
mega a couple of years ago and 
achieveda high chart rating. 

The game is a motorcycle 
game that gives you the option of 
11 different tracks from all over 
the world Including our veiy 
own Donlngton and Silverstone 
— as well as France, Sweden, 
Belgium and many other 
circuits. As far as I can see these 




Full Throttle 

Spectrum 

299 Classics CElite) 

£2.99 



are represented accurately 
though there are mountains 
Wbiywhere which rather spoils 
the effect If you think about 
sunny Silverstone — but in rac- 
ing games mountains eeem to be 
traditional, but such is life. 

The screen display is a la Pole 
Position, with a 3D-ish track 
snaking away in front of you and 
the aforemeotloned mountains 
nip smartly across the horizon. 
The graphics of the man on the 
bike are in a single colour and as 
are common with the older type 
of 2X Spectrum game, Dicker like 
cra^y. As you go around corners 
he leans over realistically, which 
is a nice effect. 

Also on the track are another 
39 ridera, that realistically move 
about — usually on (or over) the 
horizon. Weaving your way 
through the pack is very difficult 
and will take you a long time to 
get the hang of 

Unfortunately there is a small 
problem when it comes to the 
handling of the bike as It is 




around a variety of obstacles 
mchidlng other bikes, oil slicks, 
pools of water, holes and even 
barriera 

The game can be played at 
three levels with the first being a 
Sunday drive to get to know the 
courses. However, the higher 
two levels are a little tougher. 
Apart from having only a frac- 
tion of the time to get around you 
are up against other bikes that 
are not only fester but also def- 
initely unsporting. Fbr example, 
they relish in mowing you down 
just after your setting off after a 
crash. Too many of them and 
you're out of the game. 

Coin-op fans who are looking 
for a computer version of Hang- 



on should look no further al* 
though they will have to supply 
their own plastic bikes. 

As the marketing men scsy, "If 
it was any more realistic, you'd 
need insurance". It's Just as well 
as you'd soon lose your no claims 
bonus. 



PLANET RATINGS 

Originality 
Graphics 
Use of Machine 
Value for Money 

STAR RATING 

Bed Giant 
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completely unlike any bike that I 
have ridden, (that includes rac- 
ing bikes). 

Overall this Is a reasonably 
priced product that was good for 
its time that now is a little dated. 
Personally I think that it is 
worth spending a little bit more 
and getting one of the better 
bi k i n g simulators avallable.M.H. 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 

Bright Star 



• •• 



• •• 



[°] 




Win the C16 Greatest Hits 

Enter our simple competition and you could win a pack of 
Melbourne House's C16 Greatest Hits 



GRtVMORE 
STRENGTH 
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l 268 




*1 


MAGIC 
l*. POINTS 






nr see 

1 





Melbourne House are well 
known for their great games 
such as Way of the Exploding 
Fist and The Hobbit. Now they 
are offering C16 owners to buy 
four of their best C16 games for 
the price of one. Now t through 
Gamer, you could win one of 
these packs absolutely free! 

The compilation normally 
costs £9.95 and features a ver- 
sion of the first ever adventure In 
Classic Adventure, the arcade 
action of Roller Kong, an infuri- 
ating platform game called Dark 
Tower and a mixture of arcade 
and adventure in the Wizard and 
the Princess. 

We have 25 of these compil- 
ations to give away. 

All you have to do to enter this 
simple competition is examine 
the square of jumbled letters and 



find in it the names of Melbourne 
House games. To make it easier 
well tell you that none of the 
names overlap. Then to make it 
ridiculously easy weVe even 
given you one to get you started 
All you have to do is find the rest. 
However, the catch is we're not 
going to tell you oxactly how 
many games are buried in the 
wordsearch. So you will have to 
keep looking until you're sure 
youVe got them all* 

Then all you have to do is circle 
the games you have found on the 
square (that is part of the entry 
coupon ) and the total number on 
the back of the envelope and send 
it to Computer Gamer (C16) 
competition. No. 1 Golden 
Square, London W1R 3AB. 

All entries must reach us by 
27th September. 
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Psi-5 Trading Company 



uw 




Urldlxun CHewson 

Consultants) £7*98 

A fast action blast anything that 
moves game that rapidly became 
THE C64 shoot-em-up. II" you 
want to know how to play it then 
find our player's guide in the 
chine '86 Issue. 

Psi-5 Trading 
Company (US Gold 
[Accolade]) £9.95 

One of the debut games from a 
new US software house featuring 
superb graphics and an excel- 
lent mix of strategy and panic as 
you captain a crew trading 
throughout the galaxy. If choos- 
ing your crew from the motley 
bunch of aliens paraded before 
you wasn't hard enough, you 
then have to keep them all happy 
and busy as the action heats up. 

Spindizzy (Electric 

Breams) £9.95 

The best of the marble madness 
style of games in which you must 
explore a mase of st^ep slopes 
and narrow ledges. Collect dia- 
monds and you get some Inval- 
uable eaora seconds. 



Twelve months ago when I 
selected 16 classic games to form 
the C64 collection the vast 
minority of them were American 
Nowayear later, of the 16games 
that present the pick of the best 
year, no fewer than 9 are from 
UK software houses. This shows 
the sudden surge of the quality of 
home based software. 

As always the task of selecting 
only IS games from a year's 
worth of C64 programs Is in- 
credibly difficult and so if your 
personal favourite is missed out 
write and tell me. 

Last years collection consisted 
of International Soccer (Com- 
modore), Zork 1 (Infocom). 
Boulderdash (First Star), Im- 
possible Mission (Epyx), Pitstop 
II (Epyx), Decathlon (Activis- 
Ion), Spy vs Spy (First Star), 
Elite (Firebird), Archon (Elec- 
tronic Arts), MULE. (Elect- 
ronic Arte), Dropzone (Arean 
Graphics), Squash (New Gener- 
ation), David's Midnight Magic 
(Broderbund), Interdictor Pilot 
(Supersoft) and Blue Max 
( Synapse). 



Uridium 
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Spindizzy 



Golf Construction Set 
(Ariolasoft) £14.95 

Another golf gamel No, I'm not a 
golf fanatic, in fact I hate the 
sport but love the games! 

GCS is more of a simulation 
and features not only a 3D view 
of each hole but also a plan view 

as well so that you can plan your 
shots. 

Unfortunately the game is 
only available on disk which 
contains 4 actual championship 
courses. After a round your score 
can be saved until finally you 
reduce your handicap from 28 to 

a 

Bock <N" Wrestle 
(Melbourne House) 

£9.95 

Here's another game that's more 
enjoyable than the sport that it's 
based oil 

It is actually the follow-up 
game to Way of the Exploding 
Fist but features more moves 
that you must perfect If you are 
to beat the nine opponents that 
stand between youand the world 
title 

Countdown to 
Meltdown 
CMastertronic) £2.99 

A fascinating gome in which you 
must control 8 android com- 
mandos that are sent into a 
nuclear reactor to shut it down 
before It reaches meltdown. 
During the game you will have to 
battle mutants and find and use 
equipment spread throughout 
the reactor. This game is still 
sold under it's original Creative 
Sparks label in the States and 
costs $40. 

Tau Ceti (CRL) £7.95 

Tau Ceti is a brilliant game and 
this is the best version of it. 
Superb interior graphics add to 
the tremendous gameplay to 
produce a game that no-one 
should be without, 



ElektragUde 

(English Software) 

£9.95 

High speed racing action is the 
theme of this race of the ftiture 
game from English* The car is 
last and the trade is hani Add to 
that mysterious qylinders and 
giant bouncing balls and you 
have a game guaranteed to chal- 
lenge the best 

Archonn 
(Ariolasoft [Elec- 
tronic Arts]) £14.95 

The seqeul to the award winning, 
arcade strategy game Archoa 
This time their are four wizards 
on each side battling to the 
death. Each one is capable of 
su mmo ning elemental and 
demons to fight along with spells 
to heal, weaken, imprison and 
banish. Quite literally a magical 
game. 



Rock 'N Wrestle 
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Winter Games 



Winter Games CUS 
Gold [Epyx]) £9.98 

In my opinion this is the best of 
the "Games" compilations in 
which you have to tackle the 
bobsled, ski jump, two kinds of 
skating, the biathlon, speed 
skating and the hot dog aerial. 

All events feature superb 
graphics and unbeatable g&me- 



Leaderboard (US Gold 
[Access]) £9.95 

A game from Access that doesn't 
involve killing! 

If that Isn't incredible enough 
then what about the game Itself 
It's a 3D t 1-4 player golf game 
played on 4 different courses. 

Three levels of difficulty 
separate the amateurs from the 
professionals as the effects of 
wind, hook and slice come into 
play. A load It up and have a go 
type of game. 



Nexus (Nexus) £9.95 

The debut game from a new 
company in which you must use 
all your kung iU skills to infil- 
trate a Columbian drugs ring. 
Help is at hand through the 
Nexus agents, but you'll need it 
as youVe got 32 codes to break 
before your papers deadline. 





Leaderboard 
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Nexus 



Master of Magic 
(Mastertronic) £2.99 

Part of their excellent MAD. 
range of games. Master of Magic 
Is a menu driven, role playing, 
Joystick adventure in which you 
must explore a dark dungeon as 
you seek the Amulet of Immort- 
ality, 

During your quest you will 
battle countless foes but can find 
magical weapons, scrolls, rings 
and armour* 

Thrust CFirebird) 

£2.98 

A ridiculously simple but addic- 
tive budget game in which you 
must collect pods from planeta 
The only problem is that the 
pods are in underground cav- 
erns protected by nuclear 
powered limpet guns. (Players 
Guide in mh« issue). 

Silent Service CUS 
Gold [Micropose]) 

£9.95 

You are in command of a sub- 
marine stalking enemy convoys 
in the south Pacific in World War 
-IL 

The action switches between 
high resolution screens as you 
move your sub into position to 
strike while keeping an eye out 
fbr enemy destroyers. 
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Will you become Gamer's Trivia champion and go on to win the 
golden Trivial Pursuit set? 



The great Trivial Pursuit 
challenge Is otl Organised by 
Domark to celebrate their own 
computer version of the world's 
most trivial game, the search Is 
on to find the Gamer champion 

Heorshewillwinacopyofthe 
new Genus II Trivial Pursuit 
game and an all expenses paid 
trip to London to represent 
Gainer In the final In November. 

Four mroe game sets will be 
awarded to the runners*up as 
well as 10 packs of Trivial 
Pursuit after-dinner mints. 

In the final you will meet the 
champions of other, lesser, 
magazines and we're confident 
that the Gamer champion will 
carry off the prize of the golden 
game with an estimated worth of 
£10.0001 

How to Enter 

All you have to do to enter the 
competition that could send you 
to London to represent Gamer is 
to answer the six Trivia ques- 
tlona The only clue IT1 give you 
Is that they all have something 
to do with games and Gamer. 
They each fit into one of the 



Trivial Pursuit categories so as a 
tiebreaker we'd like you to 
suggest a new categoiy. Then to 
oomplete your entiy you must 
think up a Trivial Pursuit 
question that may be used in an 
extra datatape for Domark*s 
game. Try also, if you can, to 
include that clue or twist of logic 
found In all Trivia questions that 
gives the question away but only 
after youVe heard the answer. 
An example found in the Baby 
Boomer set is "Who had a 
lightning Nal hit with 
Something in the Air?*' Answer 
— Thunderclap Newman- 
Important 

It is vital that you help our 
overworked judges by repeating 
your answers on the back of the 
envelope. 

Good luck and may the most 
trivial person win. 

Once you have completed your 
entiy send it all to Computer 
Gamer Trivia Challenge. No. 1 
Golden Square, London W1R 
3AB. 

Your entries must reach us by 
26th September. 
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The Questions. 


Science and Nature 

Who invented the first computer? 

History 

Who wrote the first adventure game? 


Geography 

In what Ian 


d is Ulitima IV based? 




r 





Arts and Literature 

What was the name of the dragon in the Hobbit? 

Sports and Leisure <\0 t 

Who starred in Audiogenic's cricket test? 

Entertainment 

Name 3 computerised Superhero's 
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Computer Gamer Trivia Challenge, 1 Golden Square, London 
The answers to the questions are 
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Science and Nature.... 
Hlstoiy „«»™™ 
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Geography _ 

Arte and Literature 

Sport and Leisure .,.»„» 

Entertainment.™,.™ 

My question Is 
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Name _ 
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Mission 
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Can you stop an alien ship before a missile blows it and you to pieces? 



An otflect came from deep space. 
It Just suddenly appeared out of 
byperspace and moved towards 
the solar system at something 
close to the speed of light At- 
tempts to make contact failed. It 
had to be destroyed 

A missile Is to be launched 
from Earth in 43 minutes and 
would destroy the otrject (code- 
named Omega) In another 16. In 
that time your mission is to 
explore Omega and shut down its 
four reactors so that it would 
cease to be a threat and Earth 
will benefit from its artifacts. 

Fall and they will be lost in the 
explosion and so might you. 

You command the Wind- 
wraith, a mining ship from the 
United States of Europe and you 
have just received a priority one 
order to accept the mission. Your 
sixty minutes has already begun. 

Onboard your ship you have 
500kg of raw materials with 
which you can construct and 
arm robots that you will send to 
explore the ship. For each robot 
you can determine lis base, 
power pack, weapon and sensor, 
check that it works (not too 
heavy for Its base chassis) and 
then send it into Omega 

The options available to you 
allow your robots to range from 
light scouting hover robots 
armed with small lasers and 
audio sensors to missile carry- 
ing, nuclear powered, tracked 
destroyers that follow the scouts 
and sort out any trouble In the 
way. In between there are a 
whole range of creations that 
can be constructed from hover, 
sphere, legs and tracks bases, 
battery or nuclear power packs, 
audio, Infra red or visual sensors 
and laser, particle beam or mis- 
sile weapon systems. 

Robots can be built at any time 
during your mission as long as 
you have the materials so It's a 
good idea to quickly build some 
scouts equipped with various 
sensors and send them In for a 
look around 

Inside Omega you can control 
any of your robots in two dif- 
ferent ways, either manually 
through the keyboard or a Joy* 
stick or in automatic mode 
where it will follow a set path 
that you have programmed Into 
it This is particularly usefijl to 
either retrace your steps or fol- 
low the path another robot took. 

You can also instantly plot the 
position of all your robots (up to 
eight at any one time) via the 
map function that shows rooms 
already explored Point the 




cursor at any room and you can 
have a closer look at its contents. 
Inside Omega your robots will 
find a maze of rooms and cor- 
ridors filled with alien artifacts 
which are (to you) purely dec- 
orative* However, you will also 
find transporters (to instantly 
move you from one of Omega's 
quadrant to another), Impass- 
able laser beams blocking your 
path, alien robots that must be 
destroyed and eventually the 
four reactors, 

The robots and the laser bar- 
riers are your first problem that 
must be tackled The robots, 
although the more deadly, is the 
easiest to solve. Blast them 
before they blast you- The bar- 
riers are more of a problem since 
they block the path you usually 
need to take. The barriers them- 
selves are controlled by wall 
switches that are found in many 
rooms. Unfortunately, to add to 
your problems, toggling a switch 
may turn off the barrier that is 
presently blocking your path but 
it also might turn on a few 
others elsewhere. Consequently 
you will have to use your scouts 
to ensure that the right switches 
are used at the right time to let 
the heavier, slower, robots 
through without delay. 

Onoe you Ve mastered this you 
almost have control of Omega 
and you should soon be able to 
destroy the enemy robots that 
will allow the scouts to search 
for the reactors. Only one ques- 
tion remains, can you complete 
all that in just one hour? 

To help you the game Is con- 
trolled by Icons that allow you to 
build your robots and then 
control them In Omega The 
screen displays are almost self- 
explanatory and allow you to 
concentrate on your tactics. Get 
them right and you could be a 
hero, get them wrong and you 
will be dead- 
Mission Omega is available in 
Spectrum, Amstrad and C64 
versions from Mind Games and 
costs £9.95, 



• ••• 



000 
000 




PLANET RATINGS 

Originality 
Graphics 
Use of Machine 
Value for Money 

STAR BATING 

Nova 
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Aries the Ram 

Looking Into the deep dark 
depths of your soul i see hidden 
reserves of talent which are Just 
waiting to be released on an 
unsuspecting and Innocent 
world. Your potential is being 
wasted in your present mode of 
employment I think that with 
luck you could at least rise to the 
prestigious position of assistant 
hamster salesperson for Greater 
Manchester. 

Gemini the Twins 

How wouldyoufeel if I was to tell 
you that your social life Is about 
to take an amazing turn for the 
better, shooting you into the 
ranks of the most sought after 
life and soul of the parly types? 
Well, it's not I'm afraid that you 
are going to continue to be Just as 
boring as you are at present and 
with a little luck perhaps people 
will manage to avoid seeing you 
on your weekly social highlight 
of going to.the corner shop. 

Cancer the Crab 

In the depths of the pink star, 
known by those who possess the 
knowledge as the beast of the 
universe, there lies the key to 
your destiny. This unobtainable 
token is gradually being de- 
stroyed by the heat which 
oourses through the Inside of 
this hot bubbling planet eating 
eveiything in its path. By the 
looks of It I don't think anyone's 
ever going to find out what your 
destiny Is* Sony about that! 

Leo the Lion 

A bright light shines in the 
midnight sky, its rays bathe 



those beneath it in a pool of cool 
yellow phosphorescence. A dark 
shadow stands Inside the glow, 
the figure seems to absorb the 
light as he slowly turns around 
Suddenly the bulb in the street- 
lamp blows, and everything goes 
dark 

Virgo the Virgin 

Humanolds, I have a message for 
you In order to make myself 
understood I am using your 
primitive method of com- 
munlcatlon which I believe is 
known as printing. We are a race 
of metallic beings and we have 
come from a f&r comer of the 
universe to the left of the 
heavenly bocjywhlch you call the 
Sun It Is hot where we come 
from and we need vast stores of 
energy to keep our zinc carbon 
batteries charged Mine are now 
beginning to fail so I cannot give 
my message. 

Libra the Scales 

Transmission four, day 254, year 
one, hour 13, minute two. There 
is a group of people In this world 
who believe that time Is an im- 
portant concept. This is foolish 
and if you let it rule your life you 
will never gain the ultimate 
happiness which you seek. I wlU 
transmit another message to 
you in precisely one lunar 
month- 



possess the knowledge. I am now 
at liberty to divulge these deep 
and meaningful secrets to you 
but by doing so I put my mortal 
soul and physical well-being in 
Jeopardy, therefore I've changed 
my mind, it's far too dangerous 
and you're not worth it 

Taurus the Bull 

Even though you think that 
everything is going wrong for 
you the world continues to turn 
and the stars continue to move 
In their Umeworn courses. If you 
look Into the depths of your 
computer then you will be maybe 
find some answers although I 
doubt this very muoh because 
you are neaping the edge of your 
psychic plane and it's veiy 
unlikely that the hidden secrets 
of your id are located In the 
joystick port 

Saggitarius the 

Archer 

rm sure that there Is something 
ftind&mentally wrong with the 
way In which you are organising 
the existence of the molecular 
structure which passes for a 
body for those of you who live In 
Stevenage. I think you should cut 
down your flui d intake and leave 
more room for the finer things in 
life, namely walking the dog and 
being nice to old ladiea 



Scorpio the Scorpion Capricorn the Goat 



Hello, my beolawed friends. 
Wicked, oh wicked are the ones 
who would do you harm and 
blight your lives with woe and 
grief. Never fear, there are ways 
of overcoming tremendous 
hardships of which only I 



Jupiter is moving across the sky 
into the section of the night 
hemisphere where the bodies 
which Influence your mean ex- 
istence are located Saturn too is 
arriving in this section of the sky 
and these two powerful beings 



will collide some time this 
month. 1 think Tm reading the 
charts wrong. 

Aquarius the Water 
Carrier 

Planet Zlppo calling earth 
person 849A4&K. Yes you, jerk 
Bice. We have had dealings with 
aliens who would be hostile to 
your planet and they are about to 
launch a m^Jor offensive against 
Terran strongholds. Locations to 
be eystematicaJly vapourised 
during the next week include the 
public conveniences next door to 
the town hall in Liverpool and 
No.45 Acacia Ave, home of earth 
being Mrs Gladys Potts, Please 
advise. 

Pisces the Fish 

The noble lord of the uncon- 
quered universe, son of the one 
who sits astride the great white 
charger amid the grand oaks of 
the nether regions of the planet 
is about to have a significant 
effect on your veiy existence. It 
ts he, who, while the sun sinks 
beneath the western horizon, 
will rise up and take what is 
rightfully his, whilst putting 
your life at risk. Don't let this 
happen Give him a good tank- 
ing. 
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Here at last is the all new improved 
Gamer reader's club 



In the following pages youll 
find all you need to join our ohib, 
details of the Gamer ratings 
System and how to apply for 
your awards, how to send In and 
reply to the Club Contacts and 
the first batch of Contacts, 

If you're not already a member 
then join today. All you have to 
do Is fill in the joining form and 
send it as well as a stamped 
addressed envelope to: 
Gamers Club, 
No. 1 Golden Square, 
London W1R3AB. 

In return we will send you 
your membership card as well as 
a FREE Gamer sticker. Joining 
also entitles you to use our FREE 
contact service and take part in 
the Gamer ratings scheme and 
weVe more exciting club events 
in the pipeline. 

Join the thousands that have 
joined our club. 

To send in a contact, fill In the 
contact application form, and 
send It In with a short letter 
detailing the sort of response 
that you want, and a larglah ( ie. 
AB or above) stamped addressed 
envelope, send the whole lot 






and ..»* » t0! 

London w ArTBB pondence 

"n the envelope 
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ADDRESS 

" POST CODE 
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Contact Coupon. Send to: 

Computer Gamer Contacts, 1 Golden Square, London 
W1E 3AB. 



Section No: Member No: 

Name: 

Address 
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Post Code Age: Tel: 
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marked 'Computer Gamer Con- 
tacts*, Any applications sent In 
for any of these services without 
an SAE unfortunately cannot be 
accepted 

To reply to a contact, you 
write whatever you want to 
write, pop it in an envelope along 
with an SAE if you are expecting 
a reply, Mark the correct contact 
number on the back of the en- 
velope, and send It to 'Computer 
Gamer Replies*. 



The Bating 

System 

When you receive your member- 
ship cards you may notice that 
there is a section marked 'Inter- 
galactlc Ratings 1 . This la an 
award scheme where, "by doing 
various things, you get an ap- 
propriate award These will be 
much sought after, and difficult 
to obtain. We calculate that only 
a s m all percentage of the club 
members will be able to complete 
all five awards, however, we will 
be very pleased (and surprised) 
If you all get them. So their value 
is high by rarity alone. 

The awards are graded, the low 
iutings should be easier to get, 
whilst the top rating Is more 
difficult. In order to get all five 
you need to exhibit many quali- 
ties — from programming to 
game playing ability. They are: 
Epsilon 

Fill in the special form and in- 
olude it with three application 
forms from Computer Gamer 
from friends or other persons 
wishing to join the club, and you 
will be rewarded with an Epsilon 
Rating for recruitment ability. 
These forms must be real forms 
from the magazine and not just 
photocopies. 
Delta 

You get this for loyalty to the 
club. Every month in the main 
magazine will be printed a dated 
symbol on the corner of one of 
the club pages. Cut out and col- 
lect six consecutive dated sym- 
bols and send them to ua We will 
then send you the lcyalty award 
Since we assume that everybody 
is incredibly loyal, this should be 
quite easy! 

Gamma 

A Gamma (gamer!) rating is 
awarded If you get a hi-score 
published in the magazine. This 
Is slightly harder than Epsilon/ 
Delta and requires great game 
playing skllL but is try no means 
as hard as some of you may 
t h i nk . The games we feature 
change eveiy month — as do the 
scorers. Special hi-scores or 
techniques or ways of cheating 
to get high soorera also count 
These will be featured in the 
h i nt s page or perhaps club pages 
of Computer Gamer 

Beta 

This Is getting quite hard now. A 
Beta rating is awarded if you get 
a hint/Up/help published In 
Computer Gamer. In the hints 
section, players guide, or in the 
adventure section — or as before 
wherever I decide to put it in 
herel This shows extreme prow- 
ess in researching games- 



Alpha 

This means that you are at the 
forefront of games research, and 
have actually had a game pub- 
lished in the magazine. Our 
standards are quite high so only 
excellent gamers will be able to 
achieve this highest of high 
honours. 

These ratings can be got In any 
order, you dont have to work up 
to Alpha, or down to Epsilon — 
you could even start in the 
middle and sort of go sideways. 

Do not be dispirited if you don't 
get all of them, merely being a 
member of the club shows you 
have a discerning interest in 
computers and games. However, 
a master gamer is the pinnacle of 



achievement. 

All forms should be sent mar- 
ked 'Computer Gamer fiatlngs* 
and should include a stamped 
addressed envelope for the 
return of your award (a sort of 
sticker to stick on your card). 

These are the forms that you 
must use to apply for your 
ratings. These must be cut from 
the magazine (no photocopies) 
and include an SAE. 

Where to send it 

Send eveiything (correctly 
marked as indicated above) to: 

Computer Gamer 

1 Golden Square 

London W1R SAB 
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I Alpha Rating 

I Name: 
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■ Member Number; Tel: 

| Issue Appeared in; _ 
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Beta Rating 

Name: ^ 
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I Member Number: 

I Issue Appeared In; 

| Gamma Bating 
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I Delta Bating 

.Name: _„. 

| Address: 



'* *"« »* 



»+««. 



•■*■*■• *•»••».». 



....Tel: 



ti 



I 



'n*<"Tf**»w t» n ***>****+** t*»t 



"* ***** 



*********** 



I 

4 .4 .».*»*. . M ..M4M4*t< II *»**** + *««**>U4**. **»-»**.* 4 ****•**••**•* F*a*lt!»F*l »t4*l4»4.4.... . *...!. i, f t|t , |H ( t iltllllU tltU J 

I Member Number: *™.*™.™™„/TeL 

■ Attach 6 consecutive and dated Tokens (formerly Eecaans) 

| Epsilon Bating 

AVaillwP *4*4 „.« *4*-*44,.l**«i*+*.4.„ 

I Address: _... 

I 



"""■»♦* t»> 



**-'* *■•* 



.1.4 »4..**.*....l»f 4*4. t1 . 



'♦' ♦ t"Mt<MI»tttt|1IUlltl4ltll 



— *** 



■ «»*»** - ■ ' - 



***************** 



Member Number:.„» 






.....Tel: 



Attach 3 genuine membership application forms. 

Romsey Area Computer 

PmitaH-o "User Group 
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64 Programs Club 

Wo. 113A 

Section Two 

Hints, tips, help offered, help 

wanted. 

Robert Troughton 

Ho. 11SB 

Section 3 

Penpals or Computer Contacts 
— perhaps your lonely Jupiter 
Ace needs some company? 

Michael Kurjakowski 
Northampton 
Age: 16 

No. 118 

Alfred Bezzina 

Malta 

Age: 29 

No. 117 

SeanCKane 
Londonderry 
Age: 17 

No. lie 

Richard Nicholas 
Cornwall 
Age: 12 

No. 118 

SWyatt 
Bexley 
Age: 20 

No. 114 

Stephen Morse 
Bournemouth 
Age: 18 

No. 119 

Chrisopher Bradbuiy 

Hull 

Age: 18 

No. 122 

John Hazel 
Hull 
Age: 11 

No. ISO 

Colin Hayward 
Totenham 
Age: 14 

No. 181 
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I must start this month with an 
apology: in last month*s Gamer I 
advised pla,yers who wanted to 
chat about PBM to give Jon 
Woodal a ring but then omitted 
to mention his telephone num- 
ber. Jon, who lives in the wilds of 
rural Gloucestershire, can be 
contacted on 0594 36107 and is 
always delighted to talk about 





the dozens of games that he 
plays as well as the excellent 
Lands of the Crimson Sun, which 
he runs himself as Phoenix 

Games. 

Also in the August edition I 
called John Nicholson the in- 
visible man of PBM, Two days 
after I penned that slight 
criticism he rang me and we had 
a long talk about the hobby &nd 
Vbroon Wars in particular. Good 
news for Gamer readers is that If 
you would like to join the game 
you will be entitled to &1 off the 
cost of the startup package. At 
£1.50 it was good value but at 
60p including the first two 
rounds it is a positive bargain. 
John also told me that Super 
Voroon has been put through the 
playtest stage and is now being 
launched commercially; further 
details can be obtained from 
Vorcon Games. 

Several readers have written 
to me asking for advice for 
someone who would like to start 
in a PBM game but is not sure 
whioh one to try. I would re- 
commend that first you decids 
what sort of game interests you; 
postal games fall into many cat- 
egorles: fantasy, science fiction, 
sports simulations, crime, histr 



orical and many more, and in 
each category there are usually a 
number to choose from* Having 
made that decision, look for good 
value startup offers- In the last 
few months I have mentioned at 
least six games where you can 
obtain the rules etc and the early 
rounds free and several more 
which cost less than £& Even at 
up to &&. a startup package can 
be good value depending on how 
many free rounds it includes and 
what starting material Is sup- 
plied Having entered the game, a 
good Idea is to contact a few 
other players; they will soon tell 
you how to get the best out of 
your game and you will also 
learn about other games- If you 
send me a stamped addressed 
envelope I will supply you with a 
list of aU the UK PBM games with 
addresses, costs, brief descrip- 
tions and details of which edition 
of Gamer they were mentioned 
or reviewed- 

There was a time when if you 
went to a PBM meet you would 
probably find that most of the 
players were from KJC or Mitre 
games. Later, other games star- 
ted to be represented but still the 
big two plus Sloth Enterprises 
tended to dominate things. Now. 



however, an interloper has ap- 
peared In the form of Vengeance 
Games from Yorkshire and the 
predictions are that they could 
easily become the number one 
company in the UK Their three 
games: Where Lies the Power, a 
futuristic power struggle; World 
ofVengeance, set in post disaster 
Britain; and Orion's Finger, 
which Is reviewed here, are aU 
superbly presented, highly re- 
searched and well run. The game 
masters spend a lot of time on 
the rounds and prices are reas- 
onable, 

Orion's Finger is advertised as 
a ftttumstic role-playing game 
but to some extent this is a 
misnomer for it is really several 
games in one. You will start the 
game on a planet in one of seven 
separate star systems and the 
nature of the game will depend 
on what state of technological 
progression the system has de- 
veloped to. The most primitive 
system is Bezander, here you are 
set in a world similar to Earth in 
the early to mid twentieth cen- 
tiny. The most advanced weap- 
ons that you could use would be 
chemicals, means of communi- 
cation are such things as radio 
Mid telephone. Travel is by oar or 
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plane and medical science has 
reached the sta£e where you 
could he fitted with an artificial 
limb, should this prove neoes- 
saiy At the other end of the scale 
is system Satha, where there are 
Cyborg soldiers* computers are 
antiques, there is thought trans* 
ference and the life expectancy 
has doubled Your actions will be 
governed ty your location. 

Taking into account the tech- 
nological differences, it is not 
easy to make a brief summary of 
what the game is about, but suf- 
fice it to say that it is played In a 
free format and you can there- 
fore do anything that you want 
as long as it fits Into the logistics 
of the game, ie your actions will 
be restricted by what other 
people are attempting to do, as in 
real life. The game masters will 
provide scenarios foryoubut to a 
large extent you help to design 
the game as it goes along. 
Initially you will control three 
characters and you must design 
them. Your leader will have 40 
points to allocate to skills and 
the other pair will have 15 each. 
Skills range from acting to 
vehicle weaponry but are not all 
available in every system. The 
more points you allocate to each 



skill the higher your proficiency; 
so you have to decide if you want 
your people to be brilliant within 
a small range or all-rounders. 
You may also wish to spread the 
skills around your group- One 
novel feature of this game is that 
you can obtain additional skill 
points if you give your char- 
acters disadvantages as well. So 
if you decide to run a prominent 
scientist who is also a legendary 
thief you could make him a 4ft 
2in completely careless junkie 
who is totally self-centred and a 
wanted man throughout the 
galaxy. How long he would last, 
however, is anybody's guess* 

The main strength of Orion's 
Finger is the high standard of 
games mastership- They obvi- 
ously put a great deal of thought 
and effort into it and their 
replies are long and interesting. 
There are many detailed Infor- 
mation slips and at £1.75 per 
round the game is good value. In 
feet, a recent player survey in 
another game's newsletter 
showed Orion's Finger as the 
miniber one game in terms of 
value tor money. Startup pack- 
ages for all Vengeance games 
cost only£l and Include the first 
two rounds. 



The growth in PBM in this 
country over the last few years 
has been phenomenal and seems 
to be continuing unabated There 
are now well over a hundred 
games running in the UK with 
prices ranging from 25p-£4 a 
round New games are appearing 
every month and the hobty is 
looking very healthy. 

One new name is Jade Games, 
who are based in Southsea. They 
have defied all the trends by 
producing their own computer 
moderated games. The first Is 
called Arcadia and Is described 
as a tribal fantasy wargame for 
30 players. In the land of Arcadia 
there are forty cities and each 
player initially controls one, the 
other ten being game master 
controlled free dtiea The idea is 
for one player or alliance to take 
control of all the cities by the end 
of the game and obviously there 
will be a great deal of warfare; 
however, trade is also very imp- 
ortant as you will need to fortiiy 
your own cities and recruit 
armies, Magic Is a significant 
part of the game, too. and the 
rumour is that control of the free 
cities could be vital. I will be 
writing a full review of the game 
in a ftiture edition when no doubt 



their other games, currently in 
the programming stage, will be 
available. The startup package 
for Arcadia costs &S and in- 
cludes a comprehensive rule- 
book, a very nice wall map and 
two free rounds. Future rounds 
cost £1.50. 

Another new game, at least in 
the UK, is Spiral Arm. Originally 
developed In Australia, It 1s en- 
tirely computer moderated and 
Chris Dempsey of Spellbinder 
Games tells me that it Is basic- 
ally an imperialist game with a 
heavy accent on forward plan- 
ning and strategy. It can also get 
very bloody and changes dram- 
atically and often very individ- 
ually The game includes a map 
of over 650 stars and has up to 
50 players who can get involved 
with space and planetary com- 
bat, colonisation and techno- 
logical developments. There are 
seven spaceship classes, eight 
racial types and four modes of 
space travel Again there will be 
a Garner review in a few months 
but for anyone who would like to 
play now, there is a very special 
offer for readers. If you write to 
SpeUbinder and mention the 
magazine you will be entitled to a 
free startup and three free 
rounds. Later rounds will cost a 
reasonable £1.30 each. 

To avoid any confusion, the 
Gamer playtest team has been 
retitled the Gamer review team. 
The answer to last month's 
Question was that Starma£ler is 
the Fourth Mitre game. The first 
two correct answers pulled out 
were from Dave Fletcher from 
London, who wiU be playing 
Midgard and Richaitl Wood from 
Chatham who will be the Gamer 
representative in Global Sup- 
remacy. This month's review 
games are Kings of Steel from 
Sloth Enterprises and SpiraJ 
Arm K ings of Steel Is a fast- 
moving 14 player fantasy war- 
game that is played to a finish 
over one year (real time) and 
normally costs &1 .75 a round If 
you are interested in joining the 
team and playing one of the 
games free, just drop me a lijie 
and let me know why. To make 
things a little harder you will 
also have to answer the follow- 
ing question Jade Games have 
produced a PBM game called Ar- 
cadia. Which software company 
originally marketed the com- 
puter arcade game of the same 
name? 

Next month I will be review- 
ing Starglobe and giving a reader 
the chance to review CrasimofFs 
World 



Phoenix Games: Stonelcigh, 

Holly La n e, Upper E Uwood, 

Gloucester GL1 6 7LZ. 
Vorcon Games: 89 Juniper, 

Birch Hill, Bracknell, Berks 

RG12 4ZG. 
Jade Games: PO Box 84, 

Scrathsea, Hants P04 OKA. 
Spellbinder Games: 36 Buller 

Road, Barking, Essex IG11 

QUA. 
Sloth Enterprises: Frccpost, 

Southampton 809 1BH. 
Vengeance Gomes: 6 Rota 

Farm Fold, Altofto, 

Normanton, W. Yorks. 
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Welcome to another Heroic 
Warrior Adventure! All you need 
to play is paper, pencil and an 
ordinary six sided die- Make your 
decisions and follow the num- 
bered paragraphs as directed. 
Combat Is resolved as follows: 
Bach character is assigned two 
values, a strength rating and a 
number of life points represen- 
ted In the text by SR/LP. When 
you enter battle, roll one die and 
add the total to your SR Mow do 
the same for your opponent 
Whoever has the lower score 
loses that particular round and 
subtracts two LPs from their 
total. This continues until one 
person's LPs reaches zero 
whereupon that character is 
deemed to have died. You start 
with an SR/LP of 8/20. 

Beoden, the dwarf prince and 
star of the veiy first Heroic 
Warrior story, was charged with 
finding King Thradnor of the 
Southern Dwarves and inform- 
ing him of the impending war 
with the goblins, After many 
weeks of travelling, Beoden has 
finally reached the dark moun- 
tain of Mlthros that has been 
mined by the dwarves for many 
thousands of years. Goto 37* 



1, There are many ore miners 
chipping away at a rockfalL You 
can cast a spell at them or 
retreat 

To retreat — 44 

To cast a Qrebail — 45 

To cast a lightning bolt — 63 

2, The fireball destroys the ore 
party but also sets the timber 
shoring aflame and the entire 
cave starts to collapse, unfor- 
tunately with you under it 

3, You relight the torch with 
some difficulty and continue on 
your way. 



To go east — 44 
To go west — 24 

4* The passage ends abruptly 
with large numbers of ores try- 
ing to clear what appears to be a 
rockfalL Because of the noise 
that they are making, you would 
have no trouble sneaking away 
but you would have to use a spell 
to get rid of them. 
To retreat — 44 
To cast a fireball — 62 
To cast a lightning bolt — 61 

6. You can go up and east from 

here. 

To go up — 18 

To go east — 49 

6. There are passages off the cave 

m all directions. 

To go up— 24 

To go down — 43 

To go east — 39 

Togo west — 31 

7,Now that the area is cleared of 
ores, you can examine the rock 
face or retreat,. 
To examine the rocks — 50 
To retreat — 44 

& Roll a die Is the result a six? 
Yes — 20 
No — 21 

9, The passage continues to- 
wards a large chamber but you 
never get that far as the roof of 
the passage is still unstable and 
collapses on top of you. 

10. The passage goes east and 
west 

To go east— 26 
To go west— 18 



11. fiy using your considerable 
mining skills, you can see that 
there is far too much masonry 
for you to shift by yourself. 
Whilst fire would be useless 
against stone, a lightning bolt In 
Just the right place should 
reduce the boulders to a more 
manageable rubble. 

To cast a lightning bolt — 19 
To retreat — 44 

12. There are the remains of an 
ore camp here* You find a tin- 
derbox. 

Goto 33 

13. You are in a long dry east/ 
west passage leading down. 

To go east — 22 
To go west — 41 
To go down — 46 

14. The bolt is fired and destroys 
all the ores in the chamber. 
0oto6 

15. The spell fizzles but foils to 
work. 

Goto 57 

16. Fortunately, nobody seems to 
hear you- With your heart beat- 
ing so loudly and the echoes of 
your own footsteps, you are not 
sure whether or not you are 
being pursued and you keep on 
running until you are back at the 
crumbly ledge (test it again)* 
Goto 33 

17. You can go up and down and 
there is also a side passage off to 
the west 

To go up — 26 
TO go down — 60 
To-go west ■ 48 






COMPUTER OAMER SEPTEMBER 1986 




18. Another spider, this time In a 
nest It has an SH/LP of 7/7, Do 
you win? 
Yes — 58 
No — 34 



19. The bolt breaks up the rocks 
as planned, but on further ex- 
amination of the debris, you dis- 
cover that the rockfall continues 
for some considerable way into 
what la a shaft long abandoned 
by the dwarves. 



30. The spell misfires and is gone 
forever. Cross It off your list 
Goto 59 

21. The bolt issues forth from 
your fingertips, destroying all 
the ores In its path 
Goto 31 



£2. The passage twists and turns 
and ends at a large door. The 
door is extremely solid and 
shows considerable signs of 
someone trying to smash It with 
axes or similar. 
To try to go in — 40 
To go back— 13 

23. The bolt of electrical power 
breaks up the huge stones into 
lumps that you can handle 
yourself After much effort you 
move enough of them to reveal 
an east/west passage behind the 
fell Quickly, you make the hole 
large enough for you to climb 
through 

To go east — 9 
To go west — 28 
To go back — 44 

24. The passage straightens out 
herewith a narrow ledge leading 
off to the east and a broader path 



leading downwards. 
To go east — 37 
To go down — 67 

26. The passage twists and turns 
until It ends at a small door. 
To try the door — 54 
To go back — 23 

26. You are at a three way Junc- 
tion 

TO go east — 33 
To go west — 35 
TO go down — 49 

27. Do yuu want to ring the 
gong? 

Yee — 56 

No — 6 

28. You turn to runbut dislodge a 
stone as you do so. Roll a die. Is 
the result a 5 or a 6? 

Yes — 47 
Mo— 16 



29. Roll a die Is the result a six? 
Yes — 16 

No — 36 

30, With much effort, the door 
grates open and you enter what 
appears to be the dwarves* arch- 
ive store. Books and murals 
depict previous achievements 
and glories. On a table Is a soroU, 
To examine It — 38 

To leave the room — 13 



cave 



31. Passages lead off the 
upwards and to the east. 
To go up— 17 
To go east — 67 



32. As you walk along the path, a 
sudden gust of air blows out your 
torch. Do you have the tinder 
box? 

Yes — 3 

No — 42 

33. The passage ends ona crum- 
bly ledge. You can go east west 
and up from here. The ledge Is 
safe at the moment but as you 
move bits fall away from the 
edge. If you come here again, you 
must roll a die to see if the ledge 
gives way under you On your 
next visit, you must score 5 or 
under, then four or under etc, etc 
If you succeed in making your 
roll, you can proceed as normal 
If you fail, then you plunge to 
your death. 

TO go east — 12 
To go west — 26 
To go up — 46 

34. At least you have died in 
battle and can now Lake your 
place amongst the halls of every 
other fallen dwarf warrior. 

36. You are In an east/west pas- 
sage when you feel something 
drop onto your neck, biting you 
and Inflicting 2 LPs of damage. It 
is a large spider with an SR/LP of 
6/6. Do you beat It? 
Yes — 58 
No — 34 

36. A ball of flame sweeps 
through the cave, crisping every 
ore inside it 

Goto6 

37. Your father the king has told 
you how to find the secret en- 
trance into the mountain but 
you are surprised to find no sign 
of life round about you The 
reason becomes clear when you 
reach the entrance. There has 
been a massacre and dead 
dwarves lie all around you A 
sudden groan makes you start, 
Looking round, you see one of the 
bodies move slightly as he tries 
to call you again You put your 
head next to his and he explains 
with great difficulty that the 
guards have been ambushed try 
an army of ores who are intent 
on destroying Thradnor and the 
southern dwarves. He urges you 
to find some way of warning h) p 
people before dying in your 
arms. 

Goto 41 

38. The scroll contains four 
-spells — two fireballs and two 

lightning bolts. Each spell can 
only be used once. A note 
explains that because dwarves 
normally shun magic, there Is a 
chance that the spells may not 
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function. Because of this, they 
should only be used in the 
dwarves' hour of greatest need 
You leave the room taking care 
to lock it again so that the ores 
cannot desecrate this sacred 
place. 
Goto 13 

39. Tho path opens out into a 
small, dry cava Inside is a huge 
gong guarded by two ores. They 
have SR/LPs of 8/6 and 7/7 and 
you must flght them each in 
turn- Do you win? 
Yes — 27 
Ho — 34 

40* The door is locked Do you 
have the key? 
Yes — 30 
No — 22 

41. You pass through the door 
into a large chamber lit by a 
flickering light Evidence of a 
large ore presence is every- 
where. You take the opportunity 
to light a torch from the eternal 
flame of Mithroa 

Goto 13 

42. You stumble about in the 
darkness as you try in vain to 
find your path but it is no use. 
Part of the path crumbles under 
your feet and you bounce down 
the side of the ravine like a stone 
thrown down a welL 

43- The path continues down- 
wards with huge chasms on both 
sides. SuddenJy, you tread on a 
rock, lose your footing and 
plummet into the darkness to- 
wards your doom 

44. You beoome aware of ham- 
mering noises all around you 
which you recognise aabeing the 

sound of pick-axe against rock 
made by groups of miners. Pas- 
sages lead off east, west and 
upwarda 
To go east — 4 
To go west — 32 
To go up — 1 

46, The ores quickly burst into 
flames. 

Qoto7 

46- The passage continues up 
and down 
To go up — 13 
TO go down — 33 

47. The ores hear you and raise 
the alarm You draw your battle 
axe and try to cut your way out of 
trouble. 

Goto 51 



48, There is a giant spider here 
with an SR/LP of 7/7. This one 
has a poisonous bite, though, 
and will kill you If it hits you 
even onca Do you win? 

Yes — 5 
No — 34 

49. You are at a three way junc- 
tion. A solitary ore Is standing 
guard It has an SR/LP of 8/6. Do 
you succeed In defeating it? 
Yes— 17 

No — 34 

BO. The rocks are far too heavy 
&r you to shift on your own and 
a fireball would be useless if 
hurled against the stones. You 
think, thai a lightning bolt in the 
right spot might help you break 
the boulders up into smaller 
lumps though. 
To return — 44 
To cast a lightning bolt — 33 




Bl. There are far too many ores 
and although you manage to kill 
a few of them, they quickly 
overpower you You are quickly 
tied up and dragged off to see the 
torturer. 

52. The QrebaU destroys the ores. 
TO explore the rock face — 11 
To retreat — 44 

83. You decide to try and run 
away instead. 
Goto S8 

B4, Surprisingly, the door is not 
locked You go inside a small, 
solid cave. There in front of you 
Is a large horn On examining it, 
you discover from the runes 
carved into the side of it that It Is 
the horn of the Dwarfish Lords 
and is oniy to be blown in the 
hour of the Dwarves' greatest 
need Deciding that this is that 
moment, you clear the rock dust 
from your throat and put the 
horn to your lips. With no ap- 
parent effort, you play a long, 
crystal clear note. Even aa the 



sound dies away, you have a 
vision of the music passing 
through every wall and passage 
of the mountain and you know 
instantly that every dwarf still 
alive in the mines has heard it* 
Your only hope is that the warn* 
Ing of the ore invasion has not 
come too late, 

55. You take the hammer and 
strike the gong the loudest blow 
that you can You can feel a wall 
of noise rebounding off the walls 
of the nearby caves and pas- 
sages. Unfortunately, this is the 
ore war-gong and the only 
people who hear you call are 
ores. You swing your axe but to 
no avalL You are quickly cut 
down and die a warrior's death. 

56. You come face to face with 
the Goblin King in a single- 
handed death or gloiy combat 
Which is strange because he is 
not In this game so stop cheat- 
ing! I bet that you are the sort of 
person who puts infinite life 
pokes into all his games, you 
snivelling little worm 

67* The passage leads into a 

large, high domed cave, again 

full erf orca You now know that 

you must either oast a spell or 

retreat. 

To run away — 28 

To cast a fireball — 39 

Tto cast a lightning bolt — 14 

68. Hidden at the back of the web 
is an iron key, almost as long as 
your arm You can go east and 
down from here. 
To go east — 35 
To go down — 48 

59. Which spell do you wish to 
cast? 

Fireball — 2 
Lightning bolt — 8 



60. The passage opens out into a 
large chamber, shored up with 
huge beams of timber. There are 
ores everywhere. Do you wish to: 
Fight them — 51 

Runaway — 28 
Cast a spell — 62 

6 1 . The ores are wiped out by the 
lightning bolt 

To explore the rock face — 1 1 
To retreat — 44 

62. Do you have the scroll? 
Yes — 69 

no — 53 

63. The ores are destroyed 
Goto 7 



Handom Numbers. 

If you don't have any dice 
with you then use these 
random numbers to decide 
your fate. Start anywhere in 
the list and cross one off 
whenever you are instructed 
to roll a die. 
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AVAILABLE NOW ON 



Commodore 64/128 



AVAILABLE SOON FOR: 



Spectrum 48/128 



Amstrad Tape — 

464/664/6128 Disc - 



£9.95 



£9.95 

£9.95 
£13.95 
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,ENGE TO THE MAGICAL ARCADE ADVENTURE! 



On (he Quest to rescue the fair Princess from the 

clutches of an evil Dragon. You control the action of our 
daring adventurer finding his way through the castle of 
the dark wizard who has enchanted it with treacherous 
monsters and obstacles. 
In the mysterious caverns below the castle your odyssey 
continues against the awesome forces that oppose 
your efforts to reach the Dragons Lair. 

Lad on adventurer, your quest awaits. 
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Software Projects Ltd., 

Beatbr.iiid Complex, Allerloii Road. 

Woolton, Liverpool L25 7SF, 

Telephone: 05 I -42HTv)3 

Telex: 627520 
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ADVENTURE REVIEWS 




Title: 


Lapis Philosophorum 


Computer: 


C64 (disk) 


Supplier: 


Ariolasoft 


Price: 


£14.95 



Prince, seem most reluctant to 
let you out through the gate. 
Each location Is very well illus- 
trated although It takes an age 
for each picture to load In from 
disk (the fault of the disk drive, 
not the game I should hasten to 



Lapis Philosophorum or the 
Philosopher's Stone is a game 
written originally in Germany 
as you might guess when you 
discover that the old King In the 
stoxy was called Gleselmer 
Gutfrted The King's problem 
was that he was still childless 
after two marriages and so 
forced to adopt a stepson to be 
his heir* This proved to be a bad 
move as the stepson soon 
administered a swift dose of 
poison In an attempt to seize 
power and the throne. Despite 
the attention of all the best 
medical men In the court, the 
King did not appear to be getting 
any better and so, as a last 
desperate hope, you are sent off 
on a quest to And the Philos- 
opher's Stone which has two 
remarkable qualities- The first la 
that it can turn base metal Into 
gold, and the second Is that it can 
cure any Illness when dissolved 
In water. 

The game starts with you in 
your house In the middle of town 
and you quickly find your fav- 
ourite instrument! the lute and a 
book that tells you a bit more 
about your quests, suggesting 
that a visit to the Monks of the 




add). 

The game Is aimed at a fairly 
simple level with "help" clues 
being regularly available. The 
style of the parser is that ofbeing 
extremely chatty, responding to 
your inputs with all manner of 
wisecracks that some people 
m&y find offputting. You tend to 
have to enter words in full as 
well, rather than abbreviate 
them to four or five letters. Lapis 
is aimed at the younger or inex- 
perienced adventurer, and I 
think that they would enj oy iL Aa 
there are seven different win- 
ning routes, finding all of them 
might prove to be more of a 
challenge to the more advanced 
player. 
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Moor Monastery might well be 
in order. There is lots to explore 
within the town for two main 
reasons* First, the location des- 
criptions are quite long and 
detailed and so you are not quite 
sure what is relevant and what Is 
dressing (an excellent state of 
affairs, other software houses 
take note). The second problem 
Is that the city guards, on ins- 
tructions from the Wicked 



Title: 


The Graphic Adventure 




Creator 


Computer: 


C64 


Supplier: 


Incentive Software 


Price: 


£22.95 cass. £27.96 disk 
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Anyone who has ever played an 
adventure game, has probably 
thought to themselves at some 
stage "I oould do better than 
that/' Well here's a chanoe to put 
your money where your mouth 
la GAC is a utility that takes 
away your need to learn machine 
code or similar and concentrate 
purely and simply on the story 
itself. And very straightforward 
it Is to use too. Hot that you will 
be aide to sit down and start 
churning out games of the same 
standard as say Level 9. There is 
a lot of hard work tht goes Into 
adventure writing. 

The first things that you will 
have to do is to define lists of 
words that are ""understood" by 
the computer and describe your 
locations. Although It Is called a 
room In the program, a location 
can be anything you want it to be 
from a blood vessel to an empty 
battlefield. Descriptions can be 
up to 250 characters long, not 
including details of exits and any 
objects present You can have up 




to 9,999 rooms, memoiy allow- 
ing. To define a verb, you assign 
It a number and then type in 
your entiy. It is as simple as 
that If two words are to have the 
same meaning, eg. jump and 
leap, you give them the same 
number. The same procedure is 
used for nouns although you 
usually have to define them as 
objects as well if the noun can 
exist in more than one form. For 
example, suppose you wanted to 
Include an ogre in your game 
which the layer has to kill You 
define ogre as your noun because 
that is what the player will type 
In (kill ogre) But in your room 
description, there will two types 
of ogre and so in your list of 
objects, you define "an angry, 
snarling ogre" and "a dead ogre". 
Once you have defined all your 
words, you come to the hard 
part. Sorting out the game's 
logic. This involves working out 
which message gets printed 
when and that appropriate res- 
ponses are given to the player's 
inputs. You will be amazed at the 
number of things that you have 
to think of This is known as the 
game's conditions and thsy come 
in three main types* High prior- 
ity conditions checks to see if the 
game has been won yet or if the 



player is dead Local conditions 
apply to the room that you are in. 
If the ogre Is dead, then allow the 
player to open the secret door. 
Low priority conditions include 
things like inventoiy and score. 

Obviously it is far too long 
winded to input every condition 
in longhand and so the program 
usee a system of codewords and 
logic. Remember how you gave 
numbers to all your nouns, verbs 
and messages This is why you 
did it A typical command might 
be: "IF OVERS 20 AMD NOUN 14 
AND CARR 4) MESS 19 WATT 
END". This might translate as "If 
the player typed "kill ogre" and 
he is canytng the sword, then 
print a message saying that the 
ogre is dead and wait for the next 
input. 

Whilst you are doing all this, 
you will be using markers and 
counters. A marker la used when 
something can exist In two 
states. For example, a door can 
be open or closed, a room can be 
light or dark You can use up to 
256 markers. Counters are used 
similarly to keep a track of the - 
number of turns taken or score. 

Drawing pictures is again 
straightforward ami by looking 
at some of the sample lllusv 
,ratlona, you can see how 



Impressive the pictures can be. 
You can use up to four different 
colours plus shading and there 
are commands to draw rect- 
angles, ellipses and lines as well 
as filling in areas. The pictures 
are drawn very quickly, some- 
thing which is probably of more 
Importance to the player than 
the writer. 

GAC included some highly 
sophisticated elements in its 
parser. For example, it could 
understand "kill the ogre and 
examine it 14 or "open the door 
slowly". Any words can be dis- 
tinguished so If you wanted to 
include both a hippopotamus 
and a hippodrome in your game, 
there is no problem. You can 
have a vocabulary of up to 788 
words. 

GAC la simple to use although 
It looks somewhat daunting to 
start with and the instruction 
booklet oould be better and you 
can use it to publish your own 
games without needing to pay 
any extra money, although you 
should mention that you used 
the product Highly recom- 
mended for any would be 
adventure writer. Now If you are 
short of a few ideas why not read 
Dungeon Dressing in Gamer 
each month! 
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Title: 
Computer: 

Supplier: 
Price: 



Jewels of Darkness 

C64, Spectrum, Amstrad, PCW 

8256, QL, MSX 

Raiiibird 

&14.9S 



The Jewels of Darkness is in fact 
three of Level 9's original adven- 
tures, revamped and repackaged 
tog*fcher by Rainbird and sold for 
only £14,95. 

These are the adventures that 
make Level 9's reputation as 
THE UK adventurers. Now the 
classic Colossal Adventure, 
Adventure Quest and Dungeon 
Quest have been improved with 
the addition of Level 9's latest 
techniques including over 600 
Illustrations (200 per 
adventure), 1,000 word 
vocabulary including useftil 
words like W and 'everything', 
and Ramsave and OOPSI com- 
mands to restore your game 
position Should you come to an 
untimely end All this as well as a 
64 page novella are included in 
the package. 

Colossal Adventure is a ver* 
slon of the original game that 
started it alL In it you must find 
the Colossal caves where your 
quastfbr treasure begins. 

Adventure Quest is set hund- 
reds of years later. You are an 
apprentice magician and you 
have been called before the 
Wi^a^d's High Council. Here you 
hear the Demon Lord and how 
one man (you) might be able to 
collect the four 'stones of the 
elements' and gainentry to his 
Black Tower, They assure you 
that a full attack is to be 
launched but somehow you 
doubt iu 

Whatever good intentions you 
had in Adventure Quest they 
have all disappeared for the final 
adventure. No noble quest awaits 
instead you are driven by greed 
You think the Demon Lord is 
dead and race to get to the booty 
before anyone else has the same 
idea So armed to the teeth you 
head off. Unfortunately a spell 
hits you and ruins your plans as 
suddenly you find yourself lying 
half drowned on the edge of a 
river. Now you have to faoe the 
Dungeons of the Demon Lord 
alone and unarmed 

Points can be scored in each of 
the adventures but for different 
reasona In Colossal Adventure 
collecting treausure is the name 
of the game as Indeed it in in 
Dungeon Adventure however in 
Adventure Quest you score more 
points the Closer you get to the 
Tower. 

You can play each adventure 
separately, or as the ultimate 
challenge tackle them all in 
sequence transferring your 
points from one game to the 
next 

Although the Jewels of Dark- 
ness is a compilation of old 
games it is still a must for an 
adventurers who are missing 
one or more of these classics. The 
plots are timeless and the games 
graphics and parser are state of 
the art, as for the adventures 
themselves, theyH still 
challenge the best 
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shaped passage which l*ads 
and northwest. Three round 

stones protrude beside an opening to tnt 

east . 

What next? H 

You can't go that wa 

Uhat next' ME 

You are in a tall cavern with openings 

all round and a large central chimney. 

Globs of carnivorous jelly, are circling 

round . 

Mhat next* 
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Title: 


Knight Tyme 


Computer: 


Amstrad 


Supplier: 


MAD Games (Mastertronic) 


Price: 


£3.99 



Knight Tyme is the third in the 
magic knight series from Mas- 
tertronic's Incredibly expensive 
{ha! ) MAD range of games at the 
extraordinarily high price 
<pah!)of£3(ish). 

This game features the same 
Vindimatlon' that did 
Spellbound — Knight Tymes's 
predecessor — with pop down 
menus to give your character 
adventure-type commands by 
using the Joystick and selecting 
from lists as you go. The list of 
commands as you would have 
typed them appears on the 
status line as you do it So to 
examine an otflect you would pop 
out the first menu with the main 
list of commands on it you could 
then select 'pick up an object 1 . 
This would then pick up the 
object and return you to the 
action If no otJject was near 
enough then it will teU you 

Selecting the main menu 
again, then 'examine* will throw 
up a list of whatever you are 
carrying. Select from these to 
pick your otfleot — quicker than 
typing it in for a slow typist. 

Whilst you may think that this 
is a bit long-winded, but you soon 
get used to it. As well as this 
adventuring element — and it is 
adventuring, the only difference 
is that you don't have to grope 
about in a Thesauraus for the 
right words to switch on a light 



— It is a ecreento-screen game 
with the magic knight bouncing 
around the screen like a dem- 
ented space hopper. Other 
characters can come and go 
whilst everything else is 
happening and you can use the 
adventure system to talk to the m 
and give/lose objects* 

The other aspects of the 
gameplay are just too complex to 
discuss and have been gone Into 
In some detail in p revlous issues 
of Computer Gamer. The game 
lakes place on a space cruiser in 
the distant future and it is your 
job to find a way to return to your 
own space and time — no easy 
task 

The conversion tot he Amstrad 
has been very good and the 
standard of graphics is excellent 
with lots of detail and colour 
switching used in model to give 
the game a little more sparkle 
and life than games with the 
usual four colours. 

To conclude, If you haven't got 
this game Own buy it, at £3 you 
can't go far wrong even if you 
Just lose it to stop the fridge from 
wobbling. MJL 
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Title: 


Time of the End 




Computer: 


C64 ? Spectrum 




Supplier: 


Mandarin Adventures 




Price: 


A8.98 





The world is In the grip of a 
series of apparently natural 
Earthquakes and 
ravage mankind A 
storm of meteors streak acorss 
the sky. A volcano has even put 
Edinburgh Castle Into orbit! This 
in turn has caused untold 
civilian unrest. Riots have 
demolished entire areaa Only 
the odd waU still stands with 
Kilroy proclaiming his 
attendance at some previous 
occasion Only KUroy happens to 
be an alien who has been trying 
to tell Earthlings for many years 
now that in foot, all these 
accidents are deliberate and 
being generated by a bored but 
nevertheless extremely power- 
fill alien race) 

Naturally an adventurer, a 
poor, unsuspecting fellow, a bit 
like you and me is called upon to 
save the earth, taking extreme 
care not to demolish it as he goes 
for fear of losing a few points in 
the great game of life. Saving the 
home planet will require Jour- 



neys through time and sapce and 
will Involve several metamor- 
phoses Into other characters 
such as a brilliant Nobel 
physicist cunningly disguised as 
a ninety yearold tramp and a 
Jackdaw who must cultivate a 
death wish if he/ it Is to succeed In 
their task. 

Time of the End is one of those 
computer rarities, a text only 
adventure. The author, Keith 
Milner despises the use of 
graphics (sentiments with 
which I entirely agree), and 
prefers the written word to 
evoke an atmosphere. The locat- 
ions ar a nice mlxutre of detailed 
descriptions, thought provoking 
quotations and a diy humour. 
The storyline, unlikely as It 
seems at first, is actually quite 
credible and logical when you 
play the game. The text also- 
leads you into any slightly 
unusual vocabulary problems so 
that you should not have too 
much trouble looking for the 
right word or phrase. Another 



nice feature is that the game has 
tried to take a leaf out of 
InfoconVs book and anticipate as 
many typical inputs as possible 
so that there is veiy little 'you 
can't do that 1 type of response. 

Time of the End sets quite a few 
interesting puzzles that will 
provide excellent stimulation of 
your grey matter. Nor wiU It 
require you to take a hammer to 
your piggy bank at just under 
three pounds. Should you get 
hooked, a sequel — The Bottom- 
less Pit is planned The game is 
only available mall order and 
anyone interested should write 
to Mandarin Adventures, 14 
Langton Close, Woking, Surrqy 
GU213QJ. 
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KJC Games, Britain's leading Play By Mall company, Introduces to you our new Piny By Mail game of Xenophobia, conquest, and Space Warfare called. 




BRITAIN'S MOST ADVANCED COMPUTER MODERATED PLAY BY MAIL CAME AN EXCITING NEW CAME 
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Capitol features - 

• A strategic space warfare game, completely computer , 
moderated * - r J * s 

• Approximately 35 players pergame. *'*.' . •• 

• Players design their own race's characteristics and ■ **■ 
description. * • 
• Construct bases on your planets for protection and ' 

production 
• Design your own starshlps and build them at your star 
bases. 
• Expand your empire and conquer other races. 
• An 'advanced stage' of the game introduces new 

technologies of stargates and improved ship movement ;.. ' 
(^ - capabilities. -* - ■ *^-/ •'•/ 

• Capitol's simplified order formats are easy to \ • \ 

remember. No coding your orders onto computer cards, 

or other gimmicks. « *- ■ ^ 

*~~- •Capitot has an easy to understand rulebook. complete 
with numerous examples. 
•Capitol was subjected to the largest playtest of ANY - 
commercial PBM game Over 100 players played over _ „ 
■• I500turnsof Capitol prior to release. *"■"*■ 

• Runs on an IBM PC, using 512K. ■ •- 

. ^ "Capitol is fast becoming the standard against which 
' other space warfare games are compared." 

• with each rulebook you receive a set of overlays to use .-*..' 
- -*" in mapping the game and moving ships. ■;•' 

• Mapping Capitol Is extremely interesting, using the 

• computer printed maps you receive with your turn 
results. 
• No due dates. Capitol allows you four turns per month. 

; Most other computer moderated games have the usual 

^. one turn every two weeks. " 

" / • * 

- ' X kjc Games has been running Play By Mail games for • 

^ f about five years now and our reputation for giving good. 
f exciting games and a first class service is second to none. 

* .Our team of professional Gamesmasters will usually reply 
to.your turn within 48 hours. . 

« Readers in North America should write to Adventures By 

Mail. PO Box 436, Cohoes, NY12047, for information on » 
... . _ Capitol. m .'• 








25 players compere ro oe tl 

cit*es either singularly or w*rh an alliance A typical game will last about 

16 months, with the first knockouts usually starting after six months 

Each player t$ either a king of a fantasy race or a powerful charismatic character 

You can recruit trolls, wiidmen and control powerful creatures such as dragons 

Your characters will capture and control ernes upon which you can spend gold to 

improve security workshop production, defences, and maintain and enlarge 

your army With gold, your wizards undertake magical research Spies search out 

enemy strongholds and then attempt acts of sabotage, theft and assassination 

These are just a few options available to a player in Earthwood 

Earthwood is computer moderated but the turn sheets and replies 

are written in plain English 

No need to look through complex charts and code books to understand this game 





Europe's most popular Play By Mail game 
the fantasy campaign game with over 
1 000 player parries already participating, 
jo enter send £6 00 for rules, setup, first 
three turns and copy of latest newsletter 
further turns f 1 75 each 



To enrol in Capitol send a £6.00 
cheque/PO/lnternatlonal Money Order 
payable to KJC Games For this you will 
receive the rulebook setup and first two 
turns Each turn of Capitol costs £1 75 for 
the first 60 orders Each additional 30 
orders costs 75p European players are 
welcome. 



;ai| h wood 

To enrol In ▼ Earthwood send a £500 
cheque/PO payable to KJC Games. 
For this you receive the rulebook. 
setup and first three turns. 
Future turns are £1.50. 




- Send to KJC Games, PO Box 11, 
Cleveleys. Blackpool, 
Lancashire FYS 2UL 

Welcome on - (0253) 866345 
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Having given lots of thought to 
the sort of objects and problems 
than an adventurer might need 
down a dungeon, I decided to 
have a more detailed look at the 
adventurer him o r her self. What 
sort of character Is It? Maybe 
just a plain treasure seeker or 
someone with a specific quest In 
mind. Perhaps the person fell 
Into a situation accidentally or 
has his whole life been geared to 
pursuing glory and danger. 
Some characters fit Into certain 
stories better than others. There 
Is no way that Conan could ever 
be anything but a Barbarian 
warrior. Conan the wizard just 
does not ring true. I Intend to 
ignore the situations where an 
adventure just happens to 
someone and concentrate on 
people who go In search of fame 
and fortune. 

In a fantasy setting, there are 
four main types of profession 
that a would be hero can follow 
— warrior, mage, priest and 
thief All of these four classes 
have several subdivisions and 
ther are many sublte variations 
that you can bring Into your 




IDungeon 
Dressing 

Gordon Hamlett helps you add character(s) to 
your adventure 




stories. What follows can be used 
equally well If you want to take a 
party of several people down a 
dxmgeon or whether you intend 
to stick to a specific character. 

The bulk of society would pro- 
bably fit into the warrior class 
Everyone In the village from the 
lowliest peasant to the most 
lordly knight will have received 
some form of weapons training. 
The lowest classes would use 
staffs, clubs and maybe a bow 
and arrow. Unfortunately, there 
15 not much scope for using these 
skills in an adventure situation 
as the peasants tended to fight In 
arcnies of thousands rather than 
as Individuals. One possible line 
is the old favourite of the young 
prince, cast out to die by the evU 
baron who is found and brought 
up by a childless couple until he 
is old enought to go off and prove 
his birthright, moving up to the 
middle classes, their children are 
likely to receive training in use 
of a sword. These are the typical 
bored kids who would go off on 
an adventure purely tor the fun 
of It At the highest ranks of the 
nobility, young men would be 
trained in all sorts of military 
skills such as jousting and use of 
armour etc. These are likely 
candidates for specific quests 
and would normally consider 
themselves to be leader of any 
party that they happened to be in 
although this may not be the 
case — witness Boromlr in Lord 
of the rings. Other warrior 



classes might include hired 
mercenaries — men who sell 
their sword to the highest 
bidder, rangers with their 
special tracking skills nad 
paladins — knights with a 
determination to seek out and 
destroy evil wherever they roay 
find it 

Children who showed a high 
aptitude for learning often went 
Into the church. Whenever I used 
to play role playing games, it 
always seemed that nobocty 
wanted to be a cleric although I 
always enjoyed playing them To 
start with, they have consider- 
ate fighting skills, not as good 
as a warrior but not bad They 
shun edged weapons although I 
always thought the distinction 
of killing someone with a sword 
or a mace a dubious ona Their 
extra skills include the ability to 
cast certain magics- These 
Include blessing parties and 
protecting a party from evil 
although they are most fre- 
quently called upon to act as a 
healer. For this reason, the party 
tends to look after the priest 
fairly welll Clerics also have the 
ability to control undead create 
ures to a certain extent. These 
Include ghosts, skeletons, 
mummies and vampires how 
much they can be controlled 
depends of the skill of the cleric. 
Other possibilities that may 
appeal to you are drulds with 
their special attuning to nature 
and monks with their skills in 



unarmed combat 

High intelligence has always 
been asoclated with magic. There 
Is nothing more splendid that a 
wizard In full flight, Incan- 
tations and spells issuing forth. 
Naturally, it takes a long time to 
become that good and as magic 
users are not usually allowed to 
wear armour, they are very weak 
initially and must be heavily 
protected There are several 
types of * magic that you can 
practise in. Offensive spalls such 
as magic missiles and fireballs 
would certainly help If your 
party was relatively weak. Alt- 
ernatively, your party may 
prefer it if you devoted your 
energies to protecting them by 
specialising in defensive spells* 
Spells of Information may help 
you succeed in your quest. These 
might be detect secret doors and 
treasure or a clairvoyance spell. 
Or how about specialising as an 
illusionist Such slight of hand 
could have numerous practical 
advantages. 

The final catego iy is that of 
thief The dregs of society, they 
can sometimes be persuaded to 
help you although the price is 
likely to be high and there is 
always the chance that they will 
stab you In the back Topical Jobs 
for a thief would be as a scout, 
sneaking off ahead of the party 
and reporting back. Sneakiness 
also applies to a thief when It 
comes to battle — he likes 
nothing more than to hide in 
shadows and stab his opponent 
from behind Because of this 
need to move quietly, thieves do 
not usually wear metal armour. 
The main sub-class of thieves is 
that of assassin. This is a highly 
specialised job requiring con- 
siderable intelligence Mid is 
usually coupled with spying. 
This character is likely to be able 
to Ingratiate himself with the 
nobility and so tends to be 
someone that you meet as an 
adversary rather than a char- 
acter in your party . 

Give some though to the 
people who are actually sup- 
posed to be having the 
adventure. It will add con- 
siderable extra realism if you 
can integrate that part of your 
stoiy with the game itself. 
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/ AfifiL WHAT A LMVERIJ DA 1 /.... FOR A WALK TO THE SHOPS.. 




% % % % i 



fir 



OK SO THE STORf (jOES-WE THINK! 



AND SO.,. A STAR. IS BORN. 




Gremlin Graphics Software Ltd 
Alpha House, 10 Carver Street. 
Sheffield Si 4FS. Tel: f074?) 7534 
Telex No: 547274 



ARE 1014 TOO MUCH Of A WIMP TO PLAf THIS QAME 



THE UUiriflTE UTILITY FOR YOUR COMPUTER 





NO EXTRA HARDWARE 
REQUIRED 



AS REVIEWED ON 

BBC TV 



x x 



^ 



FOR THE 

COMMODORE 

AMSTRAD AND 

BBC COMPUTERS 



/ 



Af lost, speech synthesis at a price you 
can afford. SPEECHI works entirely in 
software taking up less than 9K of RAM: no 
extra hardware whatsoever Is required. 
Unlike other systems, SPEECH! has an 
unlimited vocabulary: It will say anything 
you want It to, and Is simplicity Itself to use 
Simply type in: *SAYI AM A TALKING 
COMPUTES, AS EASY TO USE AS 1 2 3 . . . 
and the computer speaks. 

SPEECHI has a built-in parser which 
translates English words Into "phonemes", or 
speech particles. There are 49phonemes 
and 8 different pitch settings which can be 
used directly by the "SPEAK command (eg. 
■SPEAK/HEH4LOW4) so stress or intonation can 
easily be added wherever desired. You can 
change the overall pitch with the ' PITCH 
command. 

Every copy of SPEECHI comes complete with 
extra software: 

DEMO —shows oft all the features, 
SPELL — an Innovative educational 

program. 
SAVFILE — speaks the lines of your programs. 



Applications In: 

• games 

• education 

• business 

• utilities . 






SOFTUIAftC 





Saturday Superstore (BBC-1) 

"This is knockout! This is greail . ..Wonderful! 
Very, very clever" , . ■ Fred Harris 

Micro Live (BBC-2) 

"Really good value!" . . . John Coll 



REVIEWS IN THE COMPUTER PRESS 



'The reproduction issuprlslngly good, and 
certainly on a par with some of the more 
expensive speech Interlaces I have heard. 
An excellent low cost speech synthesiser 
that really Is very good value tor 
money" . ■ , ACORN USER 

?. . , incredibly easy to use The end result Is as 
good as anything I've heard this side of the 
Amiga: 1 , . , POPULAR COMPUTING WEEKLY 

'Overall an excellent package" , , ■ 
M1CRONET800. 

"This Is one utility which cannot be beaten 
on quality or price" , ., The MICRO USER. 

'SPEECH! from Superior Software Is a truly 
remarkable ottering. A rare gem Indeed. 
Superior Software has produced a price 
breakthrough by achieving an apparent 
technical impossibility" , ;. A & B 
COMPUTING 




24 HOUR TELEPHONE 
ANSWERING SERVICE FOR ORDERS 



OUR GUARANTEE 

• Atl mail orders are 
despatched within 24 
hours by first-class post* 

• ftatage and packing is 
free 

• Faulty cassettes and 
discs will be replaced 
immediately 




Dept. cgi , Regent House, Skinner Ixine, Leeds LS7 1AX. Telephone: 0532 459453 

UPE PAY TOP ROYALTIES FOR HIGH QUALITY SOFTWARE 



J 

^4 



COMMODORE AHSTRflD BBC MICRO 




(for the BBC Micro) 

■■ Overall an excelleni package 

Value (or Money 5 

Presentation .., , 5 

Use of Machine 5 

\~\JJ~ \/l W*TW tlMIIIIMI»MltMHM»MP<HMII tllMHttft M 

**'Vini It? J .ttl(ll»MltMltlttPttllltMtt tl.l.t.tfllttttli. *. 

CMO t- I IfCl Iw^J Mtini»ittii M iiMliit4»iU...«.. (4l *♦ 

Total Score out ot 30: 28 
MICRONET800, December 1985 



possible to add words to the computer 
dictionary where they are not said exactly 
as they would be; using phoneme analysts 
and also to vary the pitch of the spoken 
voice .-.Why pay more? 
Popular Computing Weekly, 19-25 
December 1985. 




i Superior Software's SPEECH! is a 
quite remarkable piece ot programming. 
. ... The program takes up 7V* K of program 
space and Is Incredibly easy lo use It 
merely requires a new command word 
which Is SAY preceded by a'. .„ The end 
result is as good as anything I've heard this 
side ot the Amiga and It'll make a stab at 
even the mosf ludicrous words constructed 
without vowels and at great length. . . t It is 



l The reproduction is suprislngly 
good and certainly on a par with some ot 
the more expensive speech interfaces I 
have heard. All in all, an excellent low cost 
speech system that really is very good 
value tor money. 11 

Bruce Smith, Accra User, 
February 1986 



was greeted with 
admiration and 

acclaim by the 
computer press 

always been a problem case (or 
educational software — how to test 
spellings without printing the word and 
revealing all. . . . This program is well 
designed and effective and users are 
encouraged to customise It with their own 
examples In short. SPEECH! is a very clever 
and useful program being offered at a silly 
price If you were planning fo boy another 
arcade game, take my advice and spend 
the money on SPEECH! instead. jj 
Jonathan Evans, A&B Computing, 
March 1986. 



SPEECH! from Superior Software is a 
truly remarkable offering. A rare gem 
indeed among the morass of mediocre to 
competent efforts which domlnatea 
reviewer's postbag. In my view SPEECHI Is 
an absolute breakthrough for the BBC 
micro which deserves to sell by the 
thousand. . . . Superior Software has 
produced a price breakthrough by 
achieving an apparent technical 
impossibility. David Hosklns, the 
programmer, has cleverly programmed 
the sound chip to do things which its 
designers never intended It to da ... A most 
practical application example also 
provided Is a spelling checker. This has 



i SPEECH! is the most talked-about 
package ever created tor the BBC Mlcra 
For the first time it endows your micro with 
the power of speech for an Incredibly low 
price 

Christopher Payne, 
The Micro User, April 1986. 



i If I were a manufacturer of a 
speech synthesis product I would be 
greatly worried by the arrival of SPEECHI 
This Is one utility that cannot be beaten 
on quality or price 

SOUND 9 

GRAPHICS n/a 

EASE OF USE 9 

VALUE FOR MONEY 9 

OVERALL 9 

James Riddell, The Micro User, June 1986 

n 



COMPETITION COMPETITION COMPETITION COMPETITION 

THE QUIZ HOWTOEMTK 

lo enter, simply complete the 10-questlon quiz (on the lefll and describe vrtiat you 
think is the most useful application for SPSCH! The completed entry lorm should b# 



1 In which year did Superior Software 
release their first software cassette? 

2. Can a computer be manufactured 
without using Integrated circuits or 
transistors? 

3. Which UK. company manufactured the 
coin-operated arcade machine of the 
successful game Hunchback? 

4. Name the author ot Superior Software's 
SPEECH! program? 

5- What was the name of the acclaimed 
home computer sold by Commodore 
before they produced the 
Commodore-64? 

6. Which Superior Software game won the 
"Computer Gamer" Game ot the Year 
Award for the Best BBC Game of 1985? 

7. Name the Managing Director ot 
Amstrad Consumer Electronics PIC? 

8- Which of the following Is not a valid 
phoneme representation as used in 
Superior Software's SPEECH! 
EEUHCMNXZH 

9. What does the acronym ASCII stand for? 
10. How do you spell the word 'bzure" 
phonetically In order to be pronounced 
correctly by the *SPEAK command of 
Superior Software's SPEECHI program? 



serf to Superior Software at the addrew given below. 

THi p&tZSS 

Each entrant who answers the 10 question quiz correctly will receive a oolourful 

bP£ ECHl bodge (pictured left) All correct entrant* will fhen be considered lor the main 

pf w ot a pair of professional walkie talkies (valued a] £200), a trophy, and the cash 

pr i» o* E100. The winner ot thlt prize will be determined al the close a* the 

competition on 31tf January. 1987 The winner will be the person who has correctly 

completed the fl) question quiz and. In the opinion of the |udg*4 describes the most 

useful application ot Superior Software* SPEECHI program 

HUB 

1. Ail entries must be accompanied by a completed emry form and a 
descf ipflon (on a separate sheet) ol what, in vout opinion, is the most useful 
application of SPEECH! 

LMI snltanKrtolMriyihQWltoMnderi mow Oddw«mdag»0lynetai 
1« t and shouW be addrewed to; 'SPEECH! Competition", Superior Software Lid. 



Regent House, Skinner lane, Leeds LS7 1AX 

l.Tnec! 



\ closing dale tor receiving entries lo the competition Is 31st January 1987. 

4, The company* decision is final and na correspondence can be entered inta 

5. The competition ts not open to the employees ol Superior Software Ud, ihe authors 
ol SPEECH! f hetr agents o# their families 



Describe the most useful application 
of SPEECHI that you can envisage 
(Please write your description on a 
separate sheet using more than 50 
words, buf not more than 200 words). 




1 




6 
7 

8 
9 

10 




2 

3 
4 

5 



















Name 



Age (if under 18) 



Address 



Telephone 
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Thrust's combination of fast action and 
addictive gameplay have driven it to the top of 
the charts. Mike Roberts guides you through 
the game 





In the game of Thrust you play 
the part of the resistance's top 
pilot You are needed to help with 
the next m^)or offensive against 
the empire. The problem is that 
whilst the resistance have 
managed bo acquire several 
starships. they don't have the 
necessary power sources to drive 
therrt 

You have been asked lo re- 
trieve these power pods from the 
storage planets of the empire, TO 
do this you must fly your ship 
near to the ground and pick up 
the pod with your tractor beam 
and fly ofT with it. 

In the meantime, limpet gun 
pods are trying to shoot at you 
and your fuel counter is forever 
running low. However, your 
guns can make short work of the 
gun pods, and enemy fuel can- 
isters can be picked up and used 
tjyyou 

Also on the planets are nu- 
clear reactors that supply power 
to the planet and the gun pods. 
Shooting this stops It for a while 
whilst repairs are carried out. 
This will stop the guns. The more 
times that you hit lt T the longer 
that the guns will be non-func- 
tional 

Shoot at the reactor for long 
enough and it will go critical, 
and you have ten seconds to get 
off the planet Do this with the 





pod in tow and you receive a 
bonus, usually double that which 
you would normally get for 
escaping with the pod 

Complete one level and you go 
onto the next, more limpet guns. 
and a more difficult planet 

The game Itself is a sort of 
composite of all the older types of 
video gama The ship itself is 
very much like an Asteroids ship 
with rotate left, rotate right, 
shields, and fire as the controls. 
The play area is veiy much in the 
ancient Lunar Lander mould 
with gravity dragging you down 
to the ground with caverns and 
tunnels to fly down. And the 
whole game Is a sort of Moon 
Rescue sort of thing, picking up 
objects off the surface of a planet 

This mish-mash of styles has 



been brought together very well 
and everything fits together to 
make a game thai is interesting 
to play as well as being oxtreme- 
ly challenging and addictive. 

The earlier levels merely in- 
troduce the concepts of the game 
and are easy to complete. After 
about level four, though, it gets a 
bit more awkward- On the earlier 
levels there are some golden 
rules that need to be applied 

Rule a: nobble the limpet pods 
first. These little things get more 
in your way than anything else. 
If the reactor is handy, then 
shoot this to improve your 
chances of getting it before it 
gets you There are a number of 
techniques that are useful when 
dealing with limpet pods. 

For instance, it is useful to 



know that you can knock one out 
when it is off screen as long as 
you know where it Is. This ability 
seems to stretch as far as the 
range of your guns will allow, 
however the limpet guns can 
also Are at you, though when 
they are off screen thgy seem to 
fire less frequently and with 
lesser accuracy, though I haven't 
counted this with a stop-watch 
and a note pad 

Remember that you are only 

allowed four shots in ploy at any 
one time. Firing four shots will 
a * allow them to travel past the 
confines of the edge of the screen, 
however as soon as you fire a 
flftlx any shots not on the visible 
screen are discounted and can no 
longer be a hazard. 
You should also use your ears, 
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gunfire can bo heard offscreen If 
it can't be seen This can tell you 
whether you are going Into a 
nest of the things or not. 

My favourite technique for 
eradicating thi s menace is to 
drop past the guns — they are 
usually mounted on the walls or 
ceilings of the tunnels. With this 
you can leave the shields on — 
though I rarely do as this means 
that you cannot manoeuvre 
adequately as with shields on 
your engines cut out — and thus 
avoid the trouble of being blasted 
as you drop past 

Remember that as you drop 
past the guns that you can rotate 
even If It is unwise to thrust at 
this point So you can point 
sideways, blasting as you go — 
though remember to give it a 
good zap as you pass by. Though 
you are only allowed to have four 
shots on the screen at any one 
time (a la Asteroids again) so 
mate them all count. 

Rale b: Blast the reactor as 
much as is humanly possible. 
This will stop the guns for a 
short while and also makes it a 
bit easier when it comes to 
wiping it out later. 

It can take from 12 to an 
infinite number of shots to 
knock out a reactor depending 
on how fast you do It. When you 
damage a reactor sufficiently to 
stop the guns you will also notice 
that the chimney stops putting 
out smoke (nuclear pollution 
perhaps?). This also serves as 
a good indicator as to when the 
guns have started working 
again, something that could 
otherwise take you by surprise- 
So the recommended course of 
action Is to shoot a good 10-16 
shots at the reactor, pick up the 
pod, and then finish off the 
reactor This should leave you 
with the minimum amount of 
work to do when you have the 
pod in tow, when manoeuvring 
manically around the screen it is 
the last thing that you*d want to 
do. 



Sole c: Fuel pods should be 
picked up after the guns have all 
been destroyed, but before the 
pod has been picked up. This 
leaves the cavern empty for 
when you drag the pod through 
and gives you extra points as 
well as some more ftieL However, 
there is bags of fuel all over the 
place, much more than you need 
to begin with. So it's not worth 
dying for. However, in later 
levels it is at a premium 

Fuel is picked up using the 
same key as the tractor beam. In 
some screens the pod Is very 
close to some fuel If you mistime 
your approach slightly then you 
can accidentally pick up the pod 
Instead. If this happens you 
must make the best of a bad Job, 



movements themselves. Try to 
move slowly and gently. When 
you pick up the pod make sure 
that you are vertically above it 
and can pull away in an upwards 
direction This ensures that the 
pod will not swing from side to 
side as you travel upwards. 

If you do have to move, make it 
slow and gentle. Try and stop 
your ship afterwards and correct 
any swinging that the pod may 
be engaged in before setting off 
again. 

Occasionally, fast movement 
must be made with a pod attach- 
ed, like when you are operating a 
barrier switch- This is beet done 
with no thrust on Squirt your 
engines so that your arc will 
position you stationary in rela- 




as you cant deposit the pod 
anywhere, and thus must drag it 
around with you 

Ruled: The pod Itself is a real 
pig. It has realistic Inertia, so It 
can suddenly start swinging in 
response to any sudden move- 
ment that you might make. So 
the thing to watch here is sudden 



tlon to the object concerned. 
Disengage the engine, rotate and 
Are, then re-align yourself in 
relation to the pod You are then 
ready to apply some more thrust 
and power out of the situation. 

Obey these brief rules and you 
should last a bit longer to see the 
initial few screens. Remember 



that to zap through the game 
quickly you don't have to touch 
the pods at all. Simply destroy- 
ing the reactor will destroy the 
planet and bounce you onto the 
next level — though without any 
bonus points, which rather de* 
feats the object of the game . . . 
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In our Budget Bonanza competition held in onr special budget 
software issue we asked you for your favourite cut price games. 
From tlie results we have compiled the budget charts* 



We asked you to tell us your 
favourite five budget games In 
return for a chance to win & 
bundle of budget software. From 
the response It is obvious thai 
games at a budget price are ex- 
tremely popular. 

From your entries we have 
been able to compile a top 20 of 
budget games as well as a top five 
for each machine. After each top 
five we've also put the name and 
address of the luchy winner of 
that bundle of software, 

Finally, we added up all the 
votes for each company's games 



to produce a league table of 
budget software houses. 

Wo hope you find the results 
interesting (we did) and the 
winners enjoy their prizes. 



Almost total domination by 
Mastertrcmic, reflecting their 
tremendous success and the 
incredible quality of the MAD 
range of games. The excellent 
Spellbound leads the way with 
great arcade games Thrust (5) 
and Olio (30) forced down the 
chart by Mastertronic Madness 




T€1P 

Budget Games 

Top 20 Budget Games 

1. Spellbound/Mastertronic (MAD.) 

2. Formula 1 Simulator/Mastertronic 

3. The Last V8/Mastertronic (MAD.) 

4. Kikstart/Mastertronic 

5. Thrust/Firebird 

6. Master of Magic/Mastertronic (MAD.) 

7. Finders Keepers/Mastertronic 

8. Booty/Firebird 

9. Knight Tyme/Mastertronic (MAD.) 
10. 1 Man and his Droid/Mastertronic 
11. Kentilla/Mastertronic 

IS. Journeys End/Mastertronic 

13. Molecule Man/Mastertronlc 

14. Action Biker/Mastertronic 

15. Harvey Headbanger/Firebird 

16. Empire Strikes Back/Mastertronic 

17. Countdown to Meltdown/Mastertronic (MAD.) 

18. Tennis/Bugbyte 

19. Kane/Mastertronlc 

20. Ollo/Bugbyte 






/ 
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C64 Top S 



There weren't quite enough 
Thrust Jans to unseat Spellbound 
In a close run contest. Both are 
excellent games and go there is 
no choice between them — get 
them both. 



Winner of the C64 pack is 
Matthew Crompton from Man- 
chester. 



1. SpeUbouncl/Mastertroiiic (MJLD.) 

2. Thrust/Firebird 

3- KifcstaJt/Mastertronic 

4. Master of Ma^ic/Mastertronic (MAD.) 

5, Formula 1 Simulatx^r/Mastertronic 




Spectrum Top S 

A clean sweep for Master- 
tronic as Spectrum owners go 
Magic Knight mad! The gullible 
hero stars in the top three 
games! The first game to break 
the Mastertronic stranglehold is 
Firebird's Booty but that's back 
in 7th place. 



Btacey Elliot from Swindon, 
you can see what the others are 
like by playing them as a whole 
bundle of Spectrum games is on 
Its way to you. 



1. SpeUbouncVMast«itix)iuG (MAD.) 

2, Knight Tyme/Mastevteoiric (MAD.) 
3vFiiiders Keepers/Mastertronlc 

4. Journey's End/Mastertronic 

5. Molecule Man/Mastertronic 





Amstrad Top 5 

Mastertronic and Firebird 
share the Amstrad honours but 
with the MAD, games just on 
top. It's interesting to see the 
world's most infuriating plat- 
form game In fifth pJaoe that 
starts you off with 14 lives! I 
hate the game — but why can't I 
stop playing it? 



Phillip Croft in Lancaster will 
soon be hooked as Spikey is just 
one of the games In his new 
collection. 



1. SpeUbound/MA.D. 

2. The Last V8/M A.D. 

3. Harvey Headbanger/Firebtrd 

4. Formula 1 Simulator/Mastertronic 

5. Spikey Harold/Firebird 
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BBC Top 8 



Bugtryte take the honours In 
the BBC chart with a sports 
simulation and an excellent 
adventure. I wonder what would 
have happened if there was a 
BBC version of Spellbound 



Lloyd Nash from Sutton Is our 
BBC winner. 



1. Tennis/Bugbyte 

2. Twin Kingdom VaUey/Bugbyte 

3. Darts/Blue Ribbon 

4. Bird Strike/Firebird 

5. Gold/Yes! 



Atari Top 8 

A clean sweep for you know 
who with the nearest challenge 
coming from Americana/s New 
York City and Shamus just out- 
side the top fl ve. 



The winner of the Atari pack Is 
T Machell from London. 



1. Kiksteit/Mastei1iix)nic 

2.TheLastV8/MAD. 

3. 1 Man and his DroicVMast^rtronic 

4. SpeUbo\md/M JLD. 

5. Vegas Jac^ot/MaStevtJX)inc 




C16 Top 5 



Another Mastertroruo olean 
sweep with the first C18 M.A.D. 
game leading the way. 



The winner le Troy McDonald 
from London. 



1. Bandits at Zero/Mastertronic (MAD.) 

2. Formula 1 Simulator/Mastetronic 

3. Kick Start/Mastertronic 

4. Fingers Malone/Mastei*tronic 

5. Street Olympics/Mastertronic 



Top 6 Software 
Houses 



1. Mastertronic 

2. Firebird 

3. Americana 

4. Bugbyte 

5. Bubblebus 



MSXTopS 



Bug Byte and Budgie challenge 
Mastertronic for the top 9pot but 
Finders Keepers manages to 
hold them off. 



The MSX winner is MrM 
OTwnneU from South WiiTaL 



1. Finders Keepers/Mastertronic 

2. Turmoil/Bug-Byte 

3. Cb i 11 er/Mastertronic 

4. Super Bowl/Budgie 

5. Spellbound/Mastertronic (M.A.D.) 
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Anymore realistic 
and you'd need insurance 

to ride it. 



There are two guys in front. One coming 
up from behind. And another just off 
your elbow. The screams of the bikes are 
deafening. 

The wind is pulling your face off your 
head. Your adrenaline is pumping like 
Hoover Dam. 

You kick your bike to the right. He's 



bumped. He's flying. You push on. 

Take your eyes off the road for a 
millisecond, and you could end up a part 
of the road. 

It's all a blur. No time to think. You've 
just gotta pump it. The next turn's the 
steep one. Bank, bank! The curve's wide 
open, but the screeching wheels of the 




♦* 







L 



* 



n 



bike in front are kicking gravel right in 
your... your... 

You hear a phone. A phone? Hey, wait a 
minute. This isn't a bike. It's a chair. It all 
comes back now. Yes. You're home. The 
pizza's here. The computer's on. Looks 
like it's going to be another quiet night 
after all. 




On Super Cycle™ If it were any 
more realistic, you'd need insurance to 
ride it, 



Commodore 64 



Disk £14.95 
Cassette £9.95 



Spectrum 48K Cassette £7.95 

Amstrad Disk £14.95 

Cassette £9.95 



£ *' • 



Manufactured in the UK under license from Epyx by 

U& Gold Umiicd, 

Unit 2/3. Holfofd Way Holford, Biimingham, B6 7AX. 

Tfelephone; 021-356 3388 

* Em tt i rrifttrnil Indenrt to IE67ffl 
Jam iitf bun umnohn* 41/ IS mitn <tf wtjf 




EDYX 

m COMPUTER SOFTWARE 



Dragon's Lair stunned the coin-op world with its 
amazing video disk graphics. Now Dirk's daring 
deeds come to the computer screen. 
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Title: 


Dragon's Lair 


Computer: 


064 


Supplier: 


Software Projects 


Price: 


£9.95 













Once upon a time, there was a 
princess called Daphne and, as 
was traditional with princesses, 
she was Incredibly beautiful So 
much so, that Knights and 
Princes came from all over the 
land to ask her father. King 
Aetheired for her hand in mar- 
riage. But it was to no avail for 
Daphne was in love with the 
King's champion, a certain Dirk 
the Daring* 

Everything was peaceful in the 
kingdom until one dark day 
when Daphne was kidnapped by 
the evil dragon Singe, To be fair 
to Singe, he was rather upset at 
the time as he had asked King 
Aetheired to had over hlfi entire 
kingdom and lands and the king 
had, somewhat unreasonably 
Singe thought, refused As is also 
traditional In these stories, 
Daphne was imprisoned in a far 
away castle and a ransom note 
delivered The gist of the note 
was that the king had until 
sunset to agree to the demands 
or his daughter copped it but It 
was written In slightly more 
diplomatic terms than these. 
And verily, the entire population 
quaked at the knees, all save Dirk 
the Daring, who, tn a moment of 
folly, decided to live up to his 
name and volunteered to go and 
slay the dragon and rescue Ills 
true love. 

After weeks of travelling. Dirk 
arrived at Singe's enchanted 
castle. Upon entering there 
seemed to be nowhere to go save 
along a platform. This ended up 
front of a large wooden disk- 
Throwing caution to the winds. 
Dirk leapt on and immediately 
the disk started to fall. It is one 
thing to throw caution to the 
winds, but it is really bad news 
when the winds fight back. Sud- 
denly, an air genie appeared and 
tried to blow Dirk off his 
platform At the last moment 
though, he grabbed the edge of 
the disk and hauled himself back 
on, regaining his balance. Again 
and again the genie attacked but 
Dirk weatliered the storm until 
the disk slowed and he decided it 
might be a good Idea to leap off. 
He was glad he did for on looking 
back, the pit below the disk ap- 
peared to be bottomless. 

The passage led into a hallway 
and Dirk hardly had time to get 
his bearings before he was 
attacked by what seemed to be a 
do-it-yourself skeleton kit 
Hands and skulls materialised 
from nowhere to the general 
accompaniment of bats but Dirk 
made no bones about attacking 
them with this trusty sword as 
he made his way out of the hall. 
The next room stopped abruptly 
at an edge and there appeared to 
be a series of stepping stones 
leading to the other side. Fired up 
after killing the bones, a giant 
leap took him to the next stone* 



Not a moment too soon as the 
ground behind him burst Into 
flames. A rope lay in front of him 
and Dirk used that to help him- 
self across the next gap. This 
combination of climbing and 
jumping continued as Dirk 
noticed that the only exit was at 
the top of the room- 
Catching his breath. Dirk 
looked cautiously Into the next 
room but It was only the arm- 
oury and seemed empty and so, 
feeling secure, in he went. 
Wrong! Would be heroes should 
realise that nothing is ever what 
It seems, especially in enchanted 
castles. The weapons started to 
animate even though there was 
no-one there to wield them and 
Dirk soon found himself weaving 
this way and that as he dodged 
and parried Suddenly a door 
opened in the far wall and so he 
made his way for that. A series of 
ramps led the way through the 
next chamber but they had an 
annoying tendency to disappear 
from under you If your attention 
wandered for but a moment — 
quite likely occurrence when you 
are being attacked by some 
goons at the time. Not wasting 
any time. Dirk got out of there as 
quickly as he could 

The next room was a deserted 
laboratory or at least It was 
deserted until large tentacles 
appeared and tried to grab Dirk 
A few slashes of the sword soon 
created a septapus or two, Beg- 
inning to expect the unexpected. 
Dirk was a trifle miffed to And 
another disk In front erf him. 
Although he could feel evil at 
work all around him he had 
learned how to hold on. The next 
room he had certainly not en- 
countered before. A single 
handed combat with the drag- 
on's greatest champion, all 
taking part on a mid air chess 
board Just as Dirk was about to 
strike a telling blow, the 
phantom knight vanished only 
to reappear on the other side of 
the board The most wonytag 
aspect of it all though was that a 
line of destruction had been 
created between the evil champ* 
ion's old and new position 
Holding himself back. Dirk soon 
came to recognise when the 
knight was at his most vulner^ 
able and after a few blows, 
quickly exited at the far side of 
the room. 

There at last was the object of 
his quest* The dragon Singe with 
the princess locked in a glass 
sphere. At the far edge of the 
ledge, Dirk saw a magic sword 
glowing and knew that only that 
would kill the dragon. Weaving 
every which way he could. Dirk 
ran towards the sword He had 
just picked It up when Singe 
showed why he was called so and 
burnt the foolish hero to a crisp* 
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This was not the end of the 
stoiy though for Singe was 
touched tjy the foolish actions of 
our late lamented hero and rel- 
ented on his demands* Princess 
Daphne soon forgot about him 
too as she found that she enj oyod 
being chatted by princes and 
going round kissing frogs. But 
the ordinary people of the 
kingdom loved a good story and 
they wrote it down. And as their 
wizards became more and more 
technologically competent, so 
thqy transferred the stoiy to 
other media, first came some- 
thing called a video disk which 
had the most amazing pictures 
but limited actions as you acted 
out the part of Dirk. Then a 
magic shoppe called Software 
Projects brought out a version 
for computers (whatever they 
be) which did not have such 
pretty pictures but allowed you 
more freedom of movement And 
because they were such a lot of 
romantic softies at heart, they 
changed the ending so that with 
a bit of skilful management of 
the old magic wand ( also known 





as a joystick) Dirk could get his 
girl in the end. 

And they all lived happily ever 
after ( except that is for the court 
jester, also known as the games 



reviewer) who, even to this day 
has great difficulty getting off 
the first disk! 

The game itself allows you 
more freedom and options than 



lis coinop counterpart right 
from screen one — the dreaded 
disk. In the coln-op game you 
simply leap onto the di pk v 
plummet down with it and then 
leap off at the right moment. 
However in the computer ver- 
sion you have to battle to stay on 
1L On your way down you will 
have to face seven attacks from 
the air genie by battling against 
its force in any of four directions 
then as the disk slows down, leap 
off it onto a platform before it's 
boo late* 

In some screens (or parts of 
*the game) you must enter the 
right joystick move at the cor- 
rect time at the correct time or 
you won't move at all! Chances 
are youll die as well (usually 
horribly). For example, in 
screen two. Skull HaUway. If you 
don't move in the right direction 
at the right time skulls leap on 
you or you are grabbed by a giant 
boney hand, or suffocated by 
swarming bate or even lost in 

slime. Each ending the life of one 
of your initial five Dirks. 

Luckily you do get hints (a 
buzz warns that you made the 
wrong move but at least you did 
it at the right time) and since 
most of the problems are logical 
youll no doubt solve them — 
eventually. 

Such trial and error solutions 
may not seem like the most en* 
jpyable game and believe me It Is 
annoying. So annoying in fact 
that it drives you back, time and 
U me again, until you finally 
solve a screen only to find 
another one waiting. 

Quite honestly I don't think 
you'll eryoy playing the game but 
you'll certainly er^oy beating It! 

The C64 tape version usee a 
cunning way of keeping the 
action Sowing despite the fact 
that the game is too big to fit in 
the computer in one go. Conse- 
quently each screen must be 
loaded in from tape but, hare's 
the clever bit, the program does 
this while your still struggling 
with the current screen. Should 
you finish it, the next one Is 
there, ready and waiting for you. 

Unfortunately this does mean 
that if you've lost your last Dirk 
you have to rewind the tapa 

Dragon's Lair is available on 
the C64 en both tape (A9.95) 
and disk (£14,95) with Spec- 
trum and Amstrad versions 
nearing completion. 




BUR 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAB BATING 

Bright Star. 
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TELE-GAMES 

The leading Video game specialists offer - 



^> 6 * 



o^ 



& x 



*m 

AlIS 



TM 



vision 



ATARI 

2600 




Send for lists (state make of game) 
TELEGAMES, W1GSTON, LEICESTER, LE8 1TE 

(0533-880445) 




BINDERS 



FOR YOUR VALUABLE 
COLLECTION OF 
COMPUTER GAMER 

MAGAZINES 

SMART 'EASY TO USE 
'TOP QUALITY 



/l5.2o\ 
" Inc I 



To ASP Readers Sen/Ice, PO Box 35, Wolsey 

House. Wolsey Road, Hemel Hempstead. 

Herls HP2 4SS (0442-41221) 

Please supply. . . .Computer Gamer Binders £5.20 inc. PIP 

Total £ (Pleast mshe chequea payable to ASP Ltd.) 

Years Required 



198. , 198... 190.. .133 



Meme 



. . . 



Pi* ate allow 21 days tor delivery 



. . 



EMPIRE SOFTWARE 



SPECTRUM 



RRP 



Our 
Price 



Paper Boy 7.96 

Barry McGuigan's 
Boning 780 

Tau Cell B K 

They Sold a 

Million II 996 7.45 

Throe Week* in 
Paradise 9 95 

Saboteur US 

Commando 7 95 

Rock *n* Wrestle DM 
SlfSidelwIi TM 

Gladiator 7 95 

PmgPong 7 95 

Sir Fred 9 95 

Turbo Espnt B 95 

Kntghi Rider } w> 

Tomahavk 945 

Batman 7.96 

Green Berel 7 96 

Art Studio M96 

Elite 14 95 

Cyberun 9 95 

The Goontee 1 05 

Staistnke II } N 

Sai Combat 546 

Laser Baa-c 14 95 

Winter Games 7 95 

Spec Drum IS BO 

Computer Mile 6 9.95 
Gunlighl 9 95 

Pole Position 7 95 

Bomb Jack 7.95 

Roller Coaster 6.95 
The Young One* 7,95 
Southern Belle 7.95 
They Sold a Million 995 
Sweevo's World 7.96 
Battle ol Ihe Planets 996 
Queisiron B 96 

Equinox 995 

World Cup Camwnl 995 
Hocus Focus o 95 

Beck to the Future9.96 
Scaletriji 9 96 

Theatre Europe 995 
Mermaid Madness 9.95 
Bobby Bearing 7 95 



5.90 
7.45 



7,45 
6.70 
5.90 
6.70 
5M 
5.90 
540 
7.40 
670 
5.90 
7.4S 
5.90 
5.90 
11.00 
11.20 
7.40 
5.90 

s.oo 

5.20 
11.20 

5.90 

26.70 
7,40 
670 
2.99 
5.90 
5.20 
5.95 
5.90 
7.40 
5.90 
7.40 
670 
7.40 
7.40 
670 
7.40 
7.40 
7.40 
7.40 
5 90 



Pyra Cure* 


9 95 


Pub Games 


945 


Ace 


s'l'j 


Man iron ix 


795 


Gnosis *n" Gobbirn 


a 736 


AMSTRAD 


RRP 


Paper Boy 


M 'r. 


Equma* 


3 95 


World Cup Carnival « 


Saboteur 


B BB 


Bounder 


«95 


Knight Games 


3 95 


Rebel Planet 


9.95 


HMvyonthefctegicK 995 
Tau Geh 9 95 


Movia 


a. 95 


Kofda 


y 95 


Sold a Million II 


9 95 


Fair Light 


9.95 


Batman 


B95 


Bomb Jac* 


b as 


Ping Pong 


H.95 


Lord ot the Ring? 


il5 95 


Spindiuy 


945 


Tomahawk 


:>Fl^ 


Commando 


9.95 


Mermaid Madness 9 


ElltF 


144G 


Battle ot PlaneU 


9 96 


C16 


RRP 


AirwoJf 


tx 


Commando 


7 BB 


Ace 


BJ6 


Kung Fu Kldd 


7.95 


Thai Boxing 


7.95 


''I'll* U.l- ['■ 




Snooker 


7.96 


World Cup Cam*** 9£6 


Bomb Jack 


795 


World Cup 


6 95 


CI 6 Classics 2 


995 



BBC RRP 

Paperboy 995 

Computer Hits II 9 95 

Rebel Planet 9 95 

Commando 9 95 

Bomb Jack 9 95 

Please send SAE lor a catalogue of games for 

Spectrum, Commodore and M.S.X. and all the other computers. 

Please make cheque's or postal order's payable to Empire Software. 



7.40 

7.40 
7.40 
540 
5.90 
Our 

Mn 
670 
7.40 
7.40 
6.70 
6.70 
670 
7.40 
7.40 
7 T 40 
6.70 
6 70 
7,40 
7.40 
670 
670 
670 

11.90 
7.40 
7.40 
7.40 
7.40 

11.20 
7.40 
Our 

Price 
5. ?0 
5.90 
7.4S 
5.90 
5.90 

5.90 
7.45 
5.90 
5.20 
7.45 

Our 
Prica 
7.45 
7.45 
7.4S 
7*5 
7 t 45 



Moon Create 7 96 

Lord of the Rings 1545 
Bruce Lee I H 

Yiear Kung Fu 9 95 
Who Dares Wins It7,95 

I Common Wealth 

I Games 9 95 



COMMODORE RRP 

Inter Soccenflornj 1445 
Knight Rider 6 95 

Kung Fu Master 9.95 
Bomb Jack n 95 

Mikie a 95 

Mercenary 9 95 

Vie Ar Kung Fu A 95 
Lord ot ihe Ringslfi 95 
BiCk to the Futurr?9 95 
Tigers in the Snow 095 
Bounder 945 

R M.S. Titanic 9 95 

5ci Fi Trader Co 9.95 
Quest Probe B 86 

Way ot the Tiger 9.96 

Superlwvj l* 9$ 

Zoida MO 
Oynputer Hrta 10 II 9 95 

Fairlight 9 95 

Critical Mass 6 95 

Green berei 6.95 
Hunchback 

Adventure B K 
Utile Comp 
Mission AD 

l CUPS. 8.95 

Mermaid Madness 9 99 

Dragon's Lair 9.95 

Ghost *n* Gobblins 996 

Tau Ceti 9 95 

Saboteur 6.95 

HJX RRP 

AH Konaml Rom's 1745 

Way ol the Tiger 995 

Computer Hits 6 

Bounder 

Zoids 

Night Shade 

Jack the Nipper 

Int Karate 

Monopoly 



7 E^5 
6 95 

8 95 

9 95 

650 

9.35 



5 M 

11.90 
7.46 
7,45 
5.96 

7,40 

Our 

Price 

U| 

670 
7.40 
670 

6 70 
7,45 
0.70 

11 90 
7.45 
7.46 
7.45 
7.40 
7.40 
7.40 
7.40 
7.40 
670 
7.40 
7.40 
670 
670 

S70 
7.40 
7.40 
670 
7.40 
7.40 
7.40 
7.40 
670 
Our 
Ptfce 
14.95 
7.46 
545 
6.70 
670 
7.40 
1.75 
4 95 
7.40 



EMPIRE SOFTWARE 



(Depl C.G.) 



118A Pilmera fload, New Soulhgats. London N11 1SL 

Telephone enquiries welcome. 

Phone:01-361 1933 
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SPECTRUM 


RPP 


OUR 


Toadrunner J ii 


6 60 


Germany 85 


U9 


6» 






PRICE 


MantroniK :i 06 


MO 


PuD Games 


9 95 


I H 




Ace 


H 


6.99 


Pentagtam 9.96 


6.99 Heavy on the magic* gj)5 


i>M3 




Dragons Lair 
Cauldron 2 


- Y-. 


Ml 


Attack roller Toms 7.95 


5.75 


Aero Jei 


3 95 


6.99 




6.96 


MO 


Splil Personalities 9.96 


699 


Floyd lh« Drotd 


9 95 


6.99 




Paper Soy 


i Bfl 


5.90 


Fisi2 


6.60 


Cautdron 2 


H95 


I H 




Pub Games 


996 


MB 


Johnny Red 2 9,96 


Ml 


Tuoular Balls 


795 


sao 




Bobby Bearing 


7X 


575 


Dynamite Om'i 7 95 


5.90 


Gro«n Beret 


6.95 


MO 




Kung Fu Master 


/95 


575 


Stain loss Steel 9.95 


Ml 


Silent Service 


9 95 


6.99 




Hunchback 3 


796 


5.75 


Mission Omega 9.9S 


fi» 


Sofo Flight I! 


946 


6.99 




Leader Board 


796 


5.90 






vVay 'Tiger 


M H 


GM 




Jack the N»pp#r 


7,95 


575 


COMMODORE 64 




Hunchback 3 


3.96 


fi&O 




Theatre Europe 


fl 1 5 


MB 


Rip I- 95 


6.99 


Graphc Mv Crtar.a96 


16.95 




Ghosts A Gobltns / 95 


575 


Dragons Lair Mfl 


Ml 


Time Traxx 


-\ N 


ROT 




Hijack 




6.99 


Paper Boy 


fl« 


Nomad 


395 


660 




Pyracurse 


9.95 


MS 


Mercenary 2 5.95 


475 


Street Hawk 


a 96 


660 




Coilusus ChessH 


■ 1 99 


6.99 


Speech B BS 


fiOT 


Live & Let D*o 


8 ^ 


fi.60 




Boggii 


- T 96 


575 


Rebel Planet 9.95 


fl.99 


Batman 




6.60 




Graph. A3v. Great 2295 


1MI 


-.■ ! -". /-jIiIil- .-■_■ 


6OT 


Cyborg 


9.95 


Ml 




Batman 


7 95 


5.75 


Bogait '95 
Leader Board 9.96 


5,95 


Fist 2 


9 95 


1 ^ 




Knight R*der 


745 


575 


6.99 


Dragons Latr(d) 


I3.ft5 


10^0 




Desert Fo* 


7 95 


S:KJ 


Ghosts A Goblms 995 


6.99 


Paper Boy (d) 


10 95 


11.60 




Sireel Hawk 


795 


MO 


Kn*ghl Games a 96 


660 


Mercenary 2 (d) 


9 95 


Ml 




Live & Let D»o 


095 


£rt 


Tau Ceu 9.96 


6.99 


Video m 64 


il?9 


3.99 




Foe up to 


date news on availability and special offers rrnq 0920 — 970566. 






AM prices Include free faalde»tverr and seme day despatch when applicable. Overseas 




orders add 50p 


per tape 5% dtKOunlonsJIordersforaevenormoretapBiofioevafuc 




over £45. B.F.P.O. Welcome. Cheqi>etV P.O 


.VE.CspayabteloEO«0. 


C.G. 





CUT PRICE SOFTWARE 



SPECTRUM 


RRP 


OUR 


El<te 


14 95 


100O 


Ghost N Goblins 


7.96 


550 


Kung Fu Master 


r -35 


5.50 


Pentagram 
RMS Titanic 


1 06 


6.95 


e n 


6.95 


Pyracurse 


9.95 


6.95 


Price Of MagicK 


B ^:> 


F. 15 


Green Beret 


f 96 


5.50 


Jack the Nip per 


795 


5.50 


Stunles* Steal 


M6 


6.50 


Batman 


795 


5.50 


The Planets 


* H 


7.2S 


Exploding list 2 


695 


6^0 


Saoetour 


3 95 


6.00 


Paperboy 


7 95 


5.50 


Spin Duly ■ 


9 95 


7,25 


StarstnKe 2 


7 95 


5.00 


Bomb Jack 


7 95 


5.25 


Sold A Million 2 


995 


7.00 


Ace 


9 95 


7_2S 


Heavy On MaglK 


995 


6.95 









AMSTRAD 


CASS 


DISK 


COMM64/12S 


CASS 


DISK 


Sam Fox St no 


fl -.ii 


9.95 


Infutralor 


7 25 


10.95 


V 


650 


10.00 


Golt Construcltnn 9 95 


11.95 


Room 10 


5.50 


N/A 


Way Of The Tigo 


r 725 


1095 


Tau Ceti 


7 25 


10.00 


Tau Ceti 


6.95 


10.95 


Spin Di/j:y 
Stain teas Steal 


7.25 


1095 


Leademoard 


B IS 


I0J9 


ti^O 


N/A 


SatuUour 


6.50 


N/A 


Batman 


0.50 


9.95 


Sam Fox Strip 
Green Beret 


6.50 
650 


9.50 
IO0Q 


Way Ol The Tiger 7.25 
Green beret 


1095 
HUM 


Silent Service 


695 


10OT 


Winter Games 


695 


t'J.Sj 


Paperboy 6.95 
Fnieze Frame 2 Cart 


N/A 
IM9 


PrloeOf Maqik 

MfWtf29M5l8 

Zoida 


tV9C 

1 WA 


N/A 

II 95 


Graphic Ad Creel 


1996 


2X95 


6 50 


10X0 


Exploding Fist 2 
Game Maker 


6 95 

n 95 


10JI 

1495 


Sold A Million 2 
Elite 


725 

n oo 


10.96 

17.00 


P5I-5 Trading Cc 


i 6 95 


IbMjS 


EMa 


n uo 


17.00 


SOU A Million 2 


725 


7.2S 


Equinox 
Laser Basic 


t, «r, 


N/A 


elite 


10 00 


14.95 


1-00 


14.00 


Empire 

Knights o* OMflft 


7.25 
6 96 


N/A 

10.95 


Heavy On Magi* 
Mini Olnco2D 


6.96 
12,05 


N/A 
IM6 


Price oi MftQifc 


695 


N/A 


Transact 


599 


N/A 


Heavy on Mag^c 


695 


N/A 


invosat 


LB8 


N/A 



E3 



Full range ot Maalertronic I Firebrand budget ranges now available please ring lor details 
Th<s Is Just a smart selection from our slocks please ring for details 

Cheques & P/O made payable to G.P.5. and sent to: 

CUT PRICE SOFTWARE ICG) UNIT 6, STORT HOUSE, RIVER WAY. HARLOW. 

ESSEX CM20 2DW. Tel: (0279) 24443 (24hr Ansaphone) 

or (0279) 31966 during office hours. 

-Accoss'Vfse Orders WQicome ^—Overseas Orders please add 75p per tape.* 



JR SOFTWARE 


PLEASE 

NOTE 












NEW 






76a Downham Road, London 


t N1 5BG ADDRESS 




COMMODORE 64 




SPECTRUM 




C16 






Ace 


...£7.40 


Ace 


..£7.40 


Ace 


£9.00 






...C7.40 
...£7« 


B Mac's boxing 

Bothams CncCet .. 


.£5.« 

£5J5 


Airwoll 


E5.70 
£5.75 








Bomb Jack 


...C7.40 


Bomb jack 


,,£&•* 


Classics 1 or 






Cote 


...E7.40 


Bounder 


£5.f5 


Classics It 


£7.40 




Commando ,, MIM 


„ £7^0 


Comp hits vol 2 


.£7.40 


Gommando _ rm 


1570 




Crusade in Europe 


. £11.75 


Cauldron 2 


, .£5.95 


Fevounte Four 


£5.25 




Cauldron 2 


...£640 


Coie 


£7.40 


Gun Slinoer 


£545 




ElectraGUde 


£6.60 


Bobby Bearing 


£5J5 


Jump Jet 

Jet Set Wllry t 


UA0 




Empire 


.. £7.40 


Bounces 


£7.40 


!!5.g5 




Ghoets a Goblins . 


. i!7 40 


Elite 


£11* 


Pogo Pet 


ES.2S 




Green Beret 


...£6.60 




, £7.40 


Space Pilol 


£545 




Golt construct .... 


£11.7$ 


Green befet 


£S« 


Slippery Std 


(3.9^ 




Hardball 


.-,£7.40 


Ghost & goblms . . 


£555 


Sfcy Hawk .... 


E345 




Lazerbesic 


. £11.75 


Hail ot Fame , ( 


£7-40 


Two Kir>gdom Vnltoy 


a» 




Lazer compiJer — 


. £11.75 


Indoor Soccer 


..£5.95 


Thai Boxmg 


, £545 




Laier genius. . . . 
Law of the West .. 


£11.75 


JacMheNlpp*a\„, 


. £7.40 


World Cup 


£5 25 




...£7.40 


KiUe r Tomatoes . . . . 


£546 


Winlar Olympics . . 


£5.25 




Leader board — 


...£7-40 


Uuer Baste 


£11.75 


BolhanYs CtkAet .. 


£545 




Lord ot the Rings . 


£11. » 


User compile* — . 


£11.75 








: Uj[| <■ 


. .£7.40 


Larer genius , 


£11.75 


■BC 






Mercenary ... 


...£7.40 


Mantronics ........ 


..£5.95 


Block Busters 


£6.60 




Nexus . , 


. £7.40 


Mov*e 


..£fJS 


Bulla Eye 


£6.60 




Night Games 


...W.60 


Now games I 


.£1.60 


Commando 


£7.20 




Price of Mag<* . . 


. £6.90 


Now games II 


£•40 


Citidat 


£7.40 




£7.40 


Prtceot Magik 


..£7.40 


Exploding Fist 


..£5.70 




Pub games 


, . .£7.40 


Pentagram 


..£740 


Fleet Streel Editor . 


£30.00 




Rambo 


...fiftJJO 


Puo games ... 

Rebel planet 


£7.40 


Lord of (he Rings . , 


£12.00 




Revs 


£11.75 


£7.40 


Moon Cresta 


£545 




Silent Service 


£7.40 


Rambo i 


..£5J6 


Replon II 


ffi.60 




Spin Dizry 


£7.40 


Roc* 6 Wrestle 


£5» 


Speacn 


£7.40 




Southern Belle.. .. 


. £€« 


Sal Combat 


.£5.75 


Strike Force Harrier 


£7.40 




Shogun 

PSl 5 trading 


...n-4o 


Super Bowl 

Spin Dizzy 


£7.40 


Southern Belie 


£545 




..£7.40 


£7.40 


The Quill 


£12.00 




Super Bowl 


..£7.40 


Quazatron 


..£545 


Winler Olympic 


£5.95 




Saboteur 


. £6« 


T.SAM 1 . 


£7.40 


V*e Ar Kung Fu .... 


..£640 




5ofotlighi2 


...£7.40 


T.SAM 11 


17-40 


Bothams Crichet 


£345 




Tau Ceti 

Ttoer in ine snow , 
T5A.M.1 


...C7.40 
E7 an 


Theatre Europe 


.£7.40 
E1145 








ATARI 




...£7.40 


Turbo Esprit 


. £540 


Boulder Dash 


£7.40 




TSAMil 


.. £7.40 


" * 


..£540 


Bffta Lyrae. . . 


..£7.40 




Touchdown tbell . . 


...£TJ0 


Saboteur 


£5.50 


Efecua Glide 


E6.SQ 






...£8.60 


Star Strike 11 


. £545 


Fighter Pilot 


..£7.40 






iTS 


Yle Ar Kung Fu .... 


..£5.96 


Jump Jet . 


£7.40 




War play 








£7 40 




2app siulars 


. .£7.40 






Mr Robot 


£7.40 




Winter games 


..£7.40 








£7.40 




Zoids 


. . C6M 












SPECIAL OFFER - PAPER BOY AT £5:60 SP 


, C16; £6.20 AMS; £6.99 C64. BBC. 




All payments in Sterling. Postage FREE »n the U.K. £1 for europe and £3 elsewhere overseas 




Please send SAE* 


tor list. 












Comp pro £14.50. Konix speed King £9.96: Revs hotshot £10.50 
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Dept CG7; 76A Downham Road, London, N1 5BG. 
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Title: 


Colossus Chess 4.0 


Computer: 


Spectrum 


Supplier; 


CDS Software 


Price: 


£9.95 






Spectrum chess addicts looking 
for a challenge need look no 
further as here is a game with 
loads of features and a strong 
game. 

Most people will have heard of 
the various versions of Colossus 
chess and their success when 
playing other chess programs. 
Indeed the back of the compre- 
hensive instruction manual lists 
the programs that it has taken 
on and beaten. Now it's your 
turn 

The game can be played on 
either a 2 or 5 dimensional board 
with Joystick or cursor keys 
moving the pieces. The squares 
are numbered and lettered as In 
standard notation so you can use 
them as well 

Should you lose a valuable 
piece or make a move you later 
regret you can rewind the game 
back to a position whenyou were 
winning. 



The computer opponent is not 
only a veiy strong player it is 
also extremely smug as it has the 
cheek to suggest moves for you to 
play and then gleefully anounces 
that It will get checkmate in 4 
moves* You can however clip it's 
wings a little by restricting the 
time it has to think and even 
stop it using it's first choice 
move leaving it to choose 
another one. 

Finally the package aJso con- 
tains a problem solver for those 
irritating 'white to play and win' 
problems and In a forthcoming 
microdrive version will have 34 
sample games. 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 

Nova 
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Title: 


Powerplay 


Computer: 


C64, Amstrad 


Supplier: 


Arcana 


Price: 


£9.95 



ail 



Powerplay is a fascinating mix 
of trivia, tactics and reflexes as 
players battle to become the 
wisest and strongest God of ail 

The battle between the gods 
takes place on a squared hoard 
between warriors that begin the 
game in opposite corners of the 
arena. 

Each turn a player selects one 
of hie four warriors to move. But 
first he must answer a question 
with the category of question 
being decided by the colour of 
square he is on. The question can 
be one of about 3000 questions 
from either general knowledge, 
sports and leisure, science and 
technology or histoiy and geo- 
graphy categories. One of four 
possible answers Is selected 
simply by pushing the Joystick 
in the required direction Get it 
right and you gain some useftil 
energypoints, usually around 10 
per question although more can 
be earned for answering quickly. 
For eveiy 25 points your critters 
can mutate from lowly warriors 
(level 1) up through 3 stages 



untU they become minataurs 
(level 4) then they simply amass 
more and more points, making 
them harder to MIL 

Combat takes place whenever 
a piece tries to move onto a 
square occupied by an opponent 
and is resolved by a single 
question First to answer It 
correctly wins the challenge, the 
loser loses a level (level Is are 
destroyed,). Quite often these 
challenges are a race to select 
any answer as long as you get in 
first. But since entering the 
wrong answer can cost you the 
challenge it might be an Idea to 
give yourself a chance to at least 
read the question. 

Considering it's supposed to be 
a trivia game, Powerplay fea- 
tures some superb graphica The 
best being the 3D play arena and 
the way the warriors spin and 
mutate into their next level. 

Powerplay takes trivia into 
the computer age, a feat that no 
other computer version has 
achieved The others tend to hold 
your interest for a short while 
but then youll surely return to 
the board game. Powerplay's 
game play and graphics will 
entice you to stay at least a little 
longer. 



PLANET RATINGS 

Originality 
Graphics 
Use of Machine 
Value for Money 

STAR RATING 

Nova 
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Described as the ultimate test of 
Info rm at i on and knowledge, 
Mind Pursuit is Dabasoft's game 
for trivia fans. 

The game can be played In 
three distinct ways by one to four 
playera Either answering ques- 
tions to reach a target score or to 
gain the biggest score in a set 
time limit, or thirdly, play a 
board style of game. 

Either way the questions that 
are asked fail Into five categories 
(science and nature, histoiy and 
geography, tv and film, sports 
and games and culture) that are 
randomly allocated by throwing 
a 'dies', There Is also a sixth 
category called grab bag which 
asks a random question. Get it 
right and you get a bonus turn 

Each question can be asked In 
three different ways. A straight 
true/false 'guess' is worth only 
26 points whereas a multiple 
choice (4 choices) question Is 
worth BO. If you're brave enough 
you can go for the straight 
answer and win 100 points. On* 
fortunately you only see the 
category and not the question 
before you decide which way you 
want to answer it 

In the text question quizzes 
( aiming for a sco re or beat a time 
limit) wrong answers are heav- 
ily penalised by deducting the 
point value from your score. 
Because of this it can take some 
time to even reach the lowest 
score total of 600, never mind 
2000 points. 

In the board game version 
each player moves a character 
along a track from the start to 
the finish. Each square contains 
a 25, SO or a 100 which controls 
the question styles you can use. 

Mind Pursuit is a disk-based 
game and so doesn't suffer Cram 
a question shortage like many 
cassette-based trivia games as it 
regularly accesses the disk to get 
some more. 

There is, however, a signifi- 
cant number of American biased 
questions that will leave most 
Brits floundering but if you steer 
clear of the 100 point questions 
you can cut your losses. This 
doesn't make the game unplay- 
able, as in the awftjl Monster 
Trivia (the game US Gold are 
trying to forget) but means that 
it is definitely more suitable for 
older players. 

Finally, one big phis In its 
favour over some of the other 
trivia games. Firstly it clearly 
defines what It requires from an 
answer (eg a person's surname 
only ) and secondly it quite often 
ignores misspellings if it thinks 
It's 'close enough 1 . 



PLANET RATINGS 

Originality 
Graphics 
Use of Machine 
Value for Monqy 

STAR RATING 

White Dwarf 
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DON'T MISS OUT! 



Now that you have read this issue of 
Computer Gamer and you know how 
interesting and invaluable it is, wouldn't it be 
a crime to run the risk of missing a single 
thrilling issue? 

Well, you don't have to! 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly to you! 



Subscription Order Form 
Gut out and send to: 
Computer Gamer 
Info net Ltd., 
Times House, 
179 The Mario wes, 
Hemel Hempstead, 
Herts. HP1 IBB. 





Please commence my subscription with the 
very next issue. 

Subscription Rates 
(tick D as appropriate) 

£16.60 for 12 issues UK D 

£21.50 for 12 issues overseas surface postD 
£28.00 for 12 issues USA surface post □ 
£67.00 for 12 issues airmail D 

I am enclosing my (delete as necessry) 
cheque /Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) ssVsim 

Debit my AccessD nor-PiownapH 



Barclay card □ 

rm 




Please Use Block Capitals and include post 
code 



NAME (Mr/Mrs/Miss) 
ADDRESS 



POST CODE. 



SIGNATURE 



DATE 
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LEAPER 

Amazing all action arcade animation and 
sonics. Gribblies, 6 levels, 3 tunes, and 
even the last VW. The game you've been 
waiting for...C16. C64, Atari. 
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HOODOO 
VOODOO 

Fight your way across 
the alien world of 
Krellis IX, defeat the 
Bloopalgrop Curse 
and become a 
Superheroooo. 
Powerful sounds and 
amazing scrolling 
graphics. C64. 



JEEP 
COMMAND 

Escape through 
unchartered enemy 
territory under 
ferocious fire. Drive 
that jeep, Fire those 
guns, Jump the 
ramps. It's fast, 
furious and addictive. 
C64, C16. 



SBUGETTI 
JUNCTION 

Trainee-traffic cop 
Louigi is on the 
loose. He still thinks 
he's sur le contignon. 
It's megapile-up time 
unless you take 
control. Spectrum. 



CRICKET 

Set the field, the 
pace, one player or 
two, and then 
thunder down the 
wicket to try and beat 
the 'Merry Hackers! 
Fully animated action. 
BBC/Electron. 



OLLO 

'First Mission' and 
The Final Assault on 
Olio! Ace action, 

stunning graphics 
and sonics straight 
from the arcades. 
C64. 



Argus Press Software Group, Victoria 
For mail-order and 




ff 



House, Leicester Place, London WC2H 7NB. 01-439 0666. 
Byte-me' T-shirts (small, med, large: £3). 
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Title: 


Split Personalities 


Computer: 


C64 


Supplier; 


Domark 


Price: 


£9.95 



♦A 



One of the problems with those 
little slldingblock puzzles is that 
the piece that was needed down 
in the bottom right hand corner, 
was always stuck up in the top 
left and by the time you had 
manoeuvred it to Its correct 
position, every other piece was 
way out of position Wouldn't it 
be easier if you started with an 
empty board and could bring the 
pieces on just as and when you 
require them? No it isn't, Or at 
least It isnt in Domark*s highly 
original and entertaining new 
game. 

The pictures that have to be 
assembled are caricatures of 
Maggie, Ronnie, Chuck and Di 
and the like. The board starts off 
empty with all the pieces oout of 
sight in a "long queue", waiting 
for you to bring them on Oncea 
piece is one the board, you can 
slide it vertically and horizon- 
tally. The only problem Is that 
you can't stop a piece when you 
move it It only comes to rest 
when It hits another piece or a 
wall. Doors keep opening and 
closing in certain parte of the 
wall allowing you to remove 
unwanted bits and push them to 
the back of the queue. Other 
parts of the wall are electrified 



and sliding a piece onto the wall 
causes it to bounce straight off 
again. There are other pieces too, 
that don't actually Qt into the 
ftnaJ picture, but may give you 
bonuses or kill you when you 
move them against similar bits. 
Wort of these is a bomb which 
must either be removed from the 
board or pushed against a pic- 
ture of a tap within five seconds 
if it is not to detonate and remove 
one of your lives. Lives can also 
be lost through running out of 

Una. 

The game's controls are very 
simple (especially with a joy- 
stick ) but I felt that the response 
was abit sluggish at times when 
compared to the Spectrum ver- 
sion Also the game hung up on 
me every time I tried to redefine 
the keyboard. But these niggles 
apart. Split Personalities Is a 
highly original and fun game to 
play. Certainly Domark's best 
release to date. 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

SEAR HATING 

Bad Giant 
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After Prank Bruno's Boxing on 
theC16I was veiy disappointed 
to see this grotesque parocfr of 
the previous version that I have 
seen. 

The gameplay is similar to the 
original in that you play a little 
'creature' (what It is I have no 
idea) that whl2zes around the 
screen deftising bomba Various 
other nasties turn up to tiy and 
dissuade him 

The original had a number of 
backdrops to the action with 
scenes from around the world. 
However the C16 game only has 
one — the Sphinx, though it is 
nice. There seem to be fewer 
nasties than usual 4 though to 
cover this they move fester than 
you would normally expect 

The graphics are feirly good 
though they have character 



square movement and blank out 
anything that Is behind them on 
the screen, so characers seem to 
have an 'aura 1 around them 
when they move . 

Dedicated Bombjackers reel in 
disgust at this game, though a 
C16 owner may think slightly 
differently, though I don't think 
he would think much dif- 
ferently. 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 

White Dwarf 
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ACE. is yet another flight sim- 
ulator, this time from Cascade. 
You are the pilot overlooking the 
controls of a jet fighter and your 
mission Is to fight and destroy 
the entire air t land and sea foroes 
of the enemy single-handedly, 
thereby saving the homeland 
from conquest. 

Enclosed with the game comee 
a sheet of instructions, but it is 
possible at first to skip reading 
these and Just play the game by 
referring to the clearly set out 
key table. This makes a Moe 
change from having to read 
eveiy single word In the in- 
struction manual before even 
loading the game. Even if you do 
read the whole sheet before pro- 
ceeding you will find that it is 



clear and simple to understand 
— a nioe touch from Cascade. 

When starting, the instrument 
panel appears in the lower half 
of the screen with the view out of 
the cockpit window in the top 
hall The panel, like the 
instruction sheet, Is clearly set 
out Even so, if you do not under- 
stand what the displays mean 
there is a section in the 
Instructions solely dealing with 
it Clever use is made of mv 
complicated graphics and colour 
to highlight the displays and 
make them clear. 

The Instrument panel oomes 
into its own when playing the 
game. It is relatively simple to 
keep tables on your height and 
speed as well as the position of 
the aircraft in the sky all at the 
same time. The part that espec- 
ially appealed to me was the 
display which shows the front 



and side views of the aircraft as it 
flies so keeping It straight is a 
cinch. 

Playing the game without a 
joystick Is no ftin at all — a game 
like this needs the quick reac- 
tions provided by the stick and 
this makes It more interesting 
for the player. Controlling the 
aircraft even with a joystick can 
be a little haJiy to start with but 
comes with practice (Just lite 
the real thing). Fortunately 
flight simulators mean that you 
do not waste good aircraft by 
crashing them when Qrst start- 
ing out 

On the plus side I liked the 
option for changing the scenery 
between summer, winter or 
night-time scenario, although 
nice the novelty had worn off it 
was simpler to keep it on the 
'summer 1 option. Each one 
comes up in full colour with 
superb graphica Another plus 
point is the smoothness of the 
graphics as the aircraft files 
through the air. I was both sur- 
prised and pleased to see the 
enemy aircraft banking and 
turning in front of my eyes Just 



as they would in real life. 

On the minus side the game 
can be somewhat tedious to start 
with — you can get to be excel- 
lent at taking off but nothing 
else. It can be extremely frust 
rating to fly long distances 
towards enemy aircraft or re- 
fuelling planes just to be told 
that you have crashed and now 
have to start back at base again. 

If an excellent flight simulator 
with equally excellent graphics 
is what you want I would rec- 
ommend this one every time. 
However, if you are looking for 
an exciting and fest-moving 
game I would look elsewheraHA 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 
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Titlo: 


Mutrix/Lazerzone 


Computer: 


C18 


Supplier, 


Arlolasofl (ItlamAADft) 


Prion 


£0.90 
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These games have taken some 
six years to make the transition 
from the VIC 20 to the Cia The 
question is was It worth it? On 
the whole I would think not, but 
enough of this doubting and on 
with the reviews- 

The game Matrix is a shoot- 
em-up based on screens of grids. 
Your ship can move around this 
grid in four directions and fires 
up the screen, Qycling around 
the Y and X axis' of the edge of 
the screen are two 'Tappers' if 
you linger with the aapper under 



you for too long then you get 
sapped! The main point of the 
game is very similar to Centipede 
— a centipede-like object cycles 
down the screen and you shoot at 
iU where it will break into bits, 
ail of which proceed down the 
screen. 

There are variations on this 
theme in later screens, but that's 
the real gist of it As you can see 
this is a slightly upmarket and 
improved Centipede game with 
some bits added and some bits 
taken away. 

Lazerzone Is another based on 
the 'one gun on one axis, one gun 
on the other axis' concept that a 
number of Llamasoft games fea- 
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Title: 


Arac 


Computer: 


C64 


Supplier: 


Addictive Games 


Price: 


£7*00 
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Arac the droid needs help if he is 
to destroy the three reactors 
deep Inside the fortified citadel 
The help will come from a var- 
iety of creatures that live deep 
within the fortress but they are 
not willing partners in Arac's 
attempt So much so, that he 
must first capture them with his 
net and put them in his mobile 
cage. Then, when he needs their 
services, they will help him in 
exchange for their freedom 

As Arac moves round the 
complex, adding more beasties to 
his mensgarie ( his cage can only 
hold eight of each type at any one 
time) he must also be on the 
lookoout for the two extra legs 
and the power glove that will 
transfrom him into ABACHNI- 
DROID with extra movement 
skills and the ability to fire 
energy bolts. 

Pressing the fire button 
launches the net and you can 
adjust its treyectoiy by moving 
the Joystick up. Release the 
button and the net drops, hope- 
fully over your intended victim. 
Once captured, you can select a 
creature to help you from a panel 



of loons* They include big borers 
which eat through solid walls, 
stingers which assist your 
Jumping, rock hoppers which 
help you open the fist when you 
find it ( necessary for solving the 
game) and malevolent men of 
war which are required to ftise 
delicate electronics. 

The game must be complete 
within a time limit (you have the 
choice of two) but can end 
sooner if you run out of energy* 
The game is easy to control and 
the graphics look quite attrac- 
tive without being devastating. 
Arac shows just what can be 
done with a little imagination- 
There is no need to have arcade 
adventures with thousa nd s of 
screens. Arac has just 100 and 
will give you considerably more 
enjoyment than most of its 
bigger brothers. 



PLAN KT RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Bed Giant 






ture (La. Matrix Hellgate etc). 
The square play area has a gun 
that moves from side to side on 
the bottom edge. These guns fire 
at meanies that appear on the 
screen and try to get yo\L 

As well as firing in straight 
lines the guns can fire diagonally 
be pressing fire and then moving 
the joystick. This is a bit tricky, 
but can be mastered eventualy, 
and can be quite effective. 

However, does the world need 
this and another souped up 
centipede game (Matrix), and 
especialy at what can only be 
described as a relatively high 
price considering the low aver- 
age for good C16 software. These 
gameswereoriginallywrittenln m 
1983 on an extremely primitive " 
machine by Jeff Mlnter and sold 
by Llamasoft These conversions 
ware written in 1986 on a very 
flash machine with twice the 
memory and 10 times the 






graphics ability, however thqy 
were was not converted by Jeff, 
not sold by Llamasoft, and that's 
why it isn't 

PLANET RATINGS - Matrix 



Originality 
Graphics 
Use of machine 
Value for money 
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White Dwarf 
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This la an interesting produce, In 
that it lent actually a game at aU 
but a aort of toy- Epyx call it a 
'Computer Activity Toy\ but 
that's a bit of a mouthflil and 
over-the-top American sounding 
for me. Suffice to say it's a sort of 
game with no end, no object, and 
no score* 

To start with, it is a driving 
game (111 use the word 'game* 
from now on* but In fchia context 
it means more along the lines of 
'let's have a game of cards*) 
using customised cars. To start 
with you can pick one of a 
number of ready built cars, or 
choose to enter the factory. 

In the factory you can select 
the front, middle, and rear 
section of your car and then 
drive it to the paint shop where 
you can paint it in one of the 
Commodore's allowable coloura 
Both these sections are veiy well 
thought out and completely icon 
controlled with little spray cans 
and conveyor* belts for the car. 
The graphics are very good and 
have interesting backdrops with 
lots of things for younger kids to 



Once out of the paint shop, the 
caj* undergoes 'dealer prepar- 
ation' (loading the next section 
off disk!) and you are presented 
with your car in the driveway of 
the salesroom. From here you 
can drive around the town, 
which is a left/right scrolling 
backdrop with various activities 
to do on 1L These are the Dem- 
olition Derby, the carwash, car 
park, and through the 'Ex- 
pressway* to the other end of 
town with the petrol station, 
tune up centre, oil change, and 
the Are engine. 

The demolition derby la like 
bumper cars with four cars (you, 
a friend, and two computer 
controlled cars). You Just drive 
around smashing each other up 
until eveiybo^y gets crunched 
up. Again no score or anything 
it's just something to do. 
Driving into the carwash puts 
you through various aycles of 
washing, soaping, rinsing, and 



finally diylng with gleaming 
paintwork on the car- The 
graphics are veiy nice, but there 
isn't a lot to do here. 

The car park (or Parking 
Oarage as the Yanks seem to call 
It) means a drive onto a lift, 
raising It up to the next level and 
moving the attendant around to 
the car you next want from the 
half dozen or so that are there. 
He will park your car and give 
you the car that you indicated 
You can then drive around in 
this. 

The Expressway Is a sort of 
motorway that gives you some- 
thing to watch whilst the next 
section oftown is loaded off disk 
In this other section is the petrol 
station, where you must drive up 
to the pumps and guide the 
attendant from his office to the 
pumps, fill up the car, and back 
again. The car seems to take 
around 12 gallons and the price 
for this is about $15, Which is 
roughly the price of petrol near 
me (after conversion from $ to £ 
and U3G to Gals), You can also 
check tyre pressures. 

The tune up section is one of 
the more interesting bits. You 
drive into the tune-up area In one 
of the garages. Here you go 
through your four (only four, I 
thought American cars had 
more than that! Never mind, you 
live and learn » * .} cylinders one 
by one. Each cylinder puts up a 
little graph on a screen behind 
the car. You have to match the 
waveform with that to get a 
pattern of lights to light up. If 
you get four cylinders an green, 
then eveiythlng starts flashing. 

You can also change the oil in 
the car. This involves Jacking it 
up and moving your mechanic 
around to catch all the drips of 
oil as they fell out of the engine. 
You can then put some new oil 
in. 

The most involved bit of all is 
the fire angina You have to park 
your car in the garage adjacent 
to the fire station and drive the 
fire engine out of its bay. This is 
the biggest vehicle in the game 




and cannot take part in some of 
the activities, such os parking. 

Once In the fire engine you can 
also stop at a burning house to 
tiy to put the fire out with the 
fire engine's hose, shooting 
water at a joystick controlled 
target 

On the whole this is a great 
game for younger kids, anybody 
over about 11 would find It veiy 
tiring and repetitive after only a 
few playa And as there is no 
score as such to compare against 
eveiy time you play, there is no 
on-going challenge. 

The game Is obviously des- 
igned for younger players and as 
such is excellent at what it does. 
There also seems to be one or two 
'pseudo-educationalist 1 aspects 
to it tthe price of petrol, the cut 
away picture of an engine, etc) 
and t h i n gs Ills the American 
phrasing and spelling of every- 
thing tends to reduce the use- 
fulness of these slightly. 

Good presentation, good sound 
and graphics, good for kids but 
nobody else. WU1 be interesting 
to see if it sells or not, though it 
might do well at Christmas with 
parents wanting to buy a game 
for their kids and remembering 
the brand name from their youth 
(Hot Wheels is largely unknown 
amongst the under 10s nowar 
days). 
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Xarg Is a city that has built itselfl 
There's nothing particularly 
unusual In that since these sili- 
con steel cities are supposed to 
build themselves. But when the 
city starts to Wll eveiything 
around, then something has to 
be done about It 

Whether It's the waves crash- 
ing on to Its circuits or perhaps a 
radiation storm, Xarg has 
swapped to planet cleansing 
mode and has started to build up 
the necessary power In its 
oentrsl reactor to do the job 
Somebody has to fight their way 
through the Zimmerman tren- 
ches that surround Xarg and 
shut down the reactor. That 
somebody Is you 

As you approach the mass of 
silicon and steel In your Hydra- 
boat armed with lasers, mortars, 
guided missiles and depth 
charges, you suddenly come 
under attack. Fight your way 
through the planes, submarines 
and land-based guns taking pot- 
shots at you and yo u may figure 
out which parts of Xarg are 
worth hitting and which are Just 



decoration. 

Knock out laser field gener- 
ators and the deadly laser 
barriers will collapse, pumping 
and repair stations will weaken 
the complex but* the power field 
generators are your real targets* 
Lose these and you are In with a 
chance. 

The trenches are arranged in 
levels around the reactor and 
you will have to battle through 
each one in turn until you can 
blast the lock gates to flood the 
next to allow your boat to pass 

You can also make use of the 
repair stations that will patch 
up your boat, but bewara these 
are usually heavily guarded and 
you may come out of one in a 
worse shape than when you 
went in. 

An enjoyable mix of arcade 
and strategy. T.H. 
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Molecule Man 
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Amstrad 
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Molecule Man is another excel- 
lent game from those awfully 
nloe Mastertronic people. This is 
a game that originally came out 
on the ZX Spectrum but has 
since been converted to the 
Amstrad, and with no 111 effects. 

This game surprised me in 
that It wasn't in their MAD 
range, as It is easily good enough 
The game is a 3D solve-the- 
puzzle game as first used by 
Ultimate before they went ftinny , 
and it is an interesting state- 
ment on the state of the industry 
that a game of this calibre is 
being shipped out at a price this 
low — but then you could 
probably say this about 60% of 
Mastertronic's products. 

You play a spherical otgect 
with a sickly grin on its face 
whose main aim in life Is to 
collect 16 pieces of a circuit 
which will allow you to escape 
via the telepoiter. 

However, as the radiation 
count increases you have to find 
money to buy more anti-radi- 
ation pills. Alternatively you can 
buy bombs to destroy walls and 
other obstructions in the m aa e. 



Also included in the package is 
a maze designer which will let 
you edit the maze, or create new 
ones to your own taste — 
making it easier perhaps? Two 
thirds of the Instructions are to 
tall you how the designer works, 
and you need them. 

The graphics in the game are 
very good and the animation is 
largely flicker-free and con- 
vincing. The maze construction 
to begin with is very good and 
challenging, and if that wears off 
you could always create yourself 
another one. 

The problems as such are 
simpler than most games of this 
ilk, not involving the manipu- 
lation of vast numbers of objects 
for instance. But they easily gave 
me a good run for tr^y money. If 
this isn't worth £2 then nothing 
is. 
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Project Nova takes the C16 into 
the next century with a convinc- 
ing visual display leaving you 
wondering if it is a game or a 
reality. 

Patrolling an empty patch of 
space* your ship moves on re- 
lentlessly as the starscape 
scrolls towards your ship. Dex- 




Project Nova 

C16 

Gremlin Graphics 

£9.95 



trously, your finger switches on 
the computer display and the 
star map appears on the screen. 
The picture is clear but disturb- 
ing. In almost eveiy sector on 
the grid lurks an enemy battle 
cruiser. 

Deep in outer spaoe the enemy 
have encroached on Federation 
territory and a hero is needed to 
mop up their attacking forces. 
Armed with twin lasers and your 
powerful tracking computer you 
have been selected for the task. 

Selecting a sector, you switch 
to hyperdrtve, the display fades 
and the stars whi2z by until you 
find yourself face to face with 
your foe In ftill 3D warfare. 

For a C16 game. Project Nova 



is rather complex and shows 
how Gremlin have come to terms 
with the machine. The graphic 
effects are veiy cleverly pro- 
grammed and the realistic 3D 
sensation is successfully con* 
veyed. 

Your ship is solar powered 
and the drives, shields and lasers 
drain the power at a rate de- 
pending on the slate of readiness 
you are in In green mode you 
can gradually recharge but your 
ship is defenceless. In amber the 
power seeps away, but in red it 
evaporates at an alarming rate. 

A quicK recharge can be gained 
ty hyperspacing to an energy 
sector but these are few and can 
only be used onca The skill is im- 
balance threat with status. A 
single enemy ship can be defeat- 
ed in amber state but a multiple 
attack will need full red power 
for defence, 

The map is a grid of squares 



with a pair of intersecting lines 
running across it The point at 
which they cross is your selected 
destination- Once there, you 
must kill the enemy, repair the 
damage and move on quickly if 
you are to get promotion. The 
enemy are dangerous and tricky, 
their ships zoom in and out of 
range and weave around your 
laser sights. Only the most skil- 
ful pilot will survive. 

Do your 018 a favour by pro- 
jecting this into its memory 
banks and let tt come alive. tf.G. 
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Virgin Atlantic Challenge 

ZX Spectrum 

Virgin 

£7.95 
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A year ago Richard Branson — 
head of the massive Virgin 
empire — attempted to win the 
Blue Riband, the prize for the 
fastest surface crossing of the 
Atlantic. To do this a whole new 
design- of ship was used — an 
ocean-going speedboat cata- 
maran Unfortunately his ship 



sank Just off the coast 

A couple of months ago he 
attempted the orosslng again in 
the Virgin Challenger n t a 
slightly more conventional type 
of boat with a single hull. This 
ship completed the crossing in 
an amazing 3 days, lOhoursand 
31 minutes, beating the record 
set In 1952 by the American ship 
SS United States of 3 days and 1 2 
hours. 
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Cauldron II 
Amstrad/Spectrum 
Palace Software 
£7.95 
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What's soft and squishy and 
bounces round a castle? Sounds 
lite one of those dreadful jokes 
that gets passed round the play- 
ground doesn't it? But Palace 
Software are deadly serious 
about this ona The answer to the 
riddle Is a pumpkin or, to be 
more precise, a brave pumpkin 
warrior. The tables have turned 
Whereas In the original Caul- 
dron it was the pumpkin that 
was the baddy, now it is the turn 
of the witch to tiy her hand at 
being evil and you are the 
pumpkin that can save the 
world! 

Set in a huge, muiU-roomed 
castle, you. must collect several 
onsets before depositing eveiy- 
thing in the huge cauldron, deep 
in the cellars. The game looks 
like a vast platform game but 
instead of leaping aJJ over the 
place, you must bounce and 
believe me, it doesn't half take 
some getting used to. Bouncing 
itself Is no problem, you simply 
press the fire button when the 
pumpkin is on the ground and 
you go higher, then tt is simply a 
case of moving left and right The 
problem comes when you try to 
control where you are going to. 







Before long, you are rebounding 
in all the wrong directions like a 
ball bearing bouncing off the 
bumpers of a pinball machine, 

As if that wasn't enough, there 
are various nasties that mat* 
erialise from nowhere and do 
their utmost to sap your veiy 
juices. Some are even worse and 
kill you on contact These cannot 
even be shot when you pick up 
the glowing spheres that allow 
you to fire magical bolts. Any- 
thing that can cause you harm 
does so, from the smallest Game 
of a candle to the tilting plat- 
forms of a gargqyie that deposits 
you at the veiy bottom of the 
castle. Lose a life and you are 
reminded about It in no un- 
certain terms fcy the cackling of 
the witch 

The game looks veiy attractive 
and Is definitely a 'Just one more 
go' game. The only major prob- 
lem with it Is the lack of scrolling 
between screens which can be 
most frustrating if you are 
bouncing out of control on the 
edge of two or three screens. 
Despite that, Cauldron II is 
certainly a contender for ghoul 
of the month 
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The game is a simulation of the 
crossing- You play Richard 
Branson in an otherwise crew- 
less ship and have to keep the 
ship going by dashing around 
the various parts of the ship, 
avoiding collisions, eating so 
that you don't starve, keeping 
the engines running at optimum 
so that th^y don't blow up, 
finding refuelling tankers, and 
controlling the Branson Empire 
from a telex receiver. 

To do this you move your little 
Riohard Branson around the 
three screens that make up the 
graphics of the inside of the boat 
On the walls of the boat are 
various Instruments and otrj acts. 
These are selected veiy much 
like icons, moving your Richard 
onto them and pressing fire. 
When this happens you get a 
window popping out onto the 
screen with the various func- 
tions or maps etc on it 

On the way various hazards 
appear in your way, fishing 
boats, icebergs etc and the 
weather is forever changing — 
dictating the speeds that you can 
run your engine at 

This format is excellent for a 
simulation game, and a simu- 
lation game it is — no arcade 



action, veiy little moving graph- 
ics (except for the little smiling 
Richard Branson that scuttles 
around!) — though what graph- 
ics there are are excellent. It's ail 
balancing numbers and figures 
in your head — but in a most 
attractive way. 

This is a fairly easy game and 
gives you some satisfaction to 
complete, though when you can 
complete it there are dozens of 
ways to improve your score. 

My only grip with the game is 
that it is easy to finish and there 
is only a score to beat a^aln and 
again I tend to like the ongoing 
games that Just get harder with 
no visible end — though the 
amazing (for a Spectrum) 
graphics of the Bishop's Rock 
lighthouse are a welcome sight 
as you come into port at the 
end 
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All professors found in computer 
games are mad, and this one is 
no exception Rumours have 
started to appear on the planets 
of Dameth and Jered that 
strange monsters are beginning 
to appear. Upon further invest- 
igation, the Galactic Police Ftorce 
have discovered that the prof 
and his five assistants have built 
five machines, deep within a 
labyrinth of dungeons and each 
capable of mass producing these 
evil critters. As number one 
agent. It is you that they send in 
first to investigate. 

Your first problem Is to actu- 
ally locate the laboratorlea The 
dungeon levels are all connected 
by lifts so that moving up and 
down is no problem. Moving 
sideways Is, however, for the 
corridors are fUll of traps and 
monsters who do not exactly 

have your best interests at heart 
Series of parallel poles protrude 
tn front of you and must be leapt. 
Rows of skull faces open and 
shut their qyee as you pass, using 
up huge chunks of your available 
energy if you get the timing 
wrong. As well as leaping bar- 
riers, you can also crawl along 
on your hands and knees and so 
pass under others. Your only 
respite comes from collecting 
little bits of extra energy that are 
attached to the walls. When you 
reach a laboratoiy, you must 
wrestle with the assistants by 



Freak Factory 
Commodore 64 
Firebird Silver range 
£1.99 



waggling your joystick as furi- 
ously as possible. Defeat them 
and you must then find a gap in 
the floor where you can drop 
down and fight the next one. All 

this must be done quickly as the 
assistants regenerate in time. 

The game looks fairly average 
and that's the way it plays. Run 
out of energy and it is all the way 
back to the start There is no 
form of scoring to give you 
something to aim at and the 
whole thing failed to hold my 
attention for veiy long- O.H. 
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Tujad has broken down. With Its 
malfunction has come madness 
and it is now unable to recognise 
GEN 19, the most sophisticated 
droid ever built The problem lies 
In a faulty sub processor and you 
must control GEN 19 as It at- 
tempts to recover the fifty 
elements that go to make up the 
microchip. Tiflad will bring all 
its powers and forces to bear 
against you for Its defence 
mechanisms are still function- 
ing perfectly and it has decided 
that you are an intruder. 

As you wander around the 
complex, you have a variety of 
weapons available at your dis- 
posal and you can toggle 
between them by pressing the 
space bar. Various nasties mat- 
erialise but these only deplete 
your energy and can be easily 
wasted with your normal gun. 
There are other more powerful 
enemies though, which will 
pinim one of your lives upon 
contact. Some of these can be 
dodged but some must be de- 
stroyed and it is a case of 
working out which of your addi- 
tional weapons does the Job — 
the green grenade, or the yellow 
or the pink You only have 
limited initial supplies of these 
weapons although others can be 
found. One of the most frequent 
causes of failure in your mission 
is forgetting to switch back to 
your gun after using one of your 
specials 1 and finding that you 
have Just fired off your entire 
supply of green grenades by 
mistake. 

Pieces of the circuit board are 



picked up automatically simply 
by walking over them and you 
then see them placed In a grid 
which will build up the com- 
pleted board- You can also find 
extra Uvea and energy as well as 
ftirther supplies of weaponry. 
There is no on-screen scoring 
but at the end of the game you are 
awarded a "percentage comple- 
ted score' — two percent for each 
piece of the puzzle collected. 

There are over 100 rooms to be 
explored There is no scrolling 
between them but rather a new 
room appears when you move 
out of the old one. Graphically, 
the game is quite attractive al- 
though the pictures of compu- 
ters and assorted bits of mach- 
inery have no functional use. The 
complex is arranged in sections 
and you will have to find the 
appropriate taleport chamber if 
you are to move from one section 
to another. 

Tujad, written by Orpheus and 
released by Ariolasoft, has one 
m^jor flaw which spoils an 
otherwise quite enjoyable game. 
It is fiar too easy. Bemember all 
those Ultimate games where you 
used to struggle to get 4% on 
your first few games. In Tujad, I 
strated with over 30% and by my 
eighth go had finished the game 
completely. At £8.95, this can- 
not be good value for money.G.H, 
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This is an unlicensed copy of the 
coln-op game Space Firebirds. 
Originally released by Insight — 
producers of Subterranian 
Stryker — it Is now being re- 
released as a budget title. 

The game is available in both 
Z80 formats and is largely 
Identical in both instances. 
Space — sony! — Star Firebirds 
has you in a small upwardly 
pointing space craft that can 
move from side to side with a 
slight upturn at the edge, 
making the movement a sort of 
curve rather than a straight side 
to side movement 

The aliens come down in for- 
mations composed of a number 
of different types of baddies of 
various belligerence. You also 
get bombs that progress slowly 
down the screen and will either 
explode when you shoot them — 



the score depending on how late 
you leave it — or they will 
explode on their own. Both times 
they will explode showering 
shrapnel everywhere. 

The baddies drop bombs that 
are extremely nasty and the 
screen can get very bugy at 
times. The graphics and sound is 
up to scratch and the game play 
is as identical to the original 
game as is possible. The presen- 
tation is also veiy good with the 
usual Insight big letters. 

Worth a couple of quid just to 
re-live old memories* 
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There are two main elements in 
a game: chance and skill* FOr me, 
the balance should lie towards 
skill In ICUPS the balance lies 
towards chance, which la a pity 
because it could so easily have 
had a fair element of skill. 

IC0P3 Is based on the arcade- 
style road games where you're 
battling down the highway 
nudging and blasting your way 
through the traffic. In ICDPS this 
scenario has been translated 
into a space tunnel which is 
busier than Marble Arch In the 
rush hour- Instead of honking 
horns and cursing cabbies you 
have blazing lasers and flying 
bombs to contend with as you 
dash along your route. 

In the arcades, the screen is 
usually like a Tv screen turned 
through 90 degrees and you race 
from top to bottom. In ICDPS the 
screen Is normal but you still 
chase from bottom to top- This 
means that you have no time to. 
see and avoid any obstacle ahead. 
Consequently, you die a lot 

If you somehow manage to 
limp through three borlngly 
similar phases of tunnel, you are 
rewarded with fully replenished 



lives and a maze game. 

Here, too. you live by your 
reflexes because the maze is 
inhabited by all manner of life 
forms who huddle around you 
and sap the life force from your 
body, 

I found this game immensely 
frustrating to play. If the action 
took place across the screen In- 
stead of vertically, survival 
would be Less reliant on pure 
luck and a happier time would be 
had by all 

It's a pity that the gameplay 
lets this down because the 
graphics are really good At the 
bottom right of the screen is a 
little picture window which 
shows scrolling landscapes In- 
terspersed with a talking head A 
masterpiece in miniature. 

Past action freaks may get a 
buzz from this but for me it does 
nothing at all E.D. 
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Everywhere that you go, you are 
likely to be told that all the 
things that you particularly 
er^oy are bad for you — chip 
butties, the clothes that you wear 
and loud music. Especially loud 
music. Now it appears that there 
is some element of truth in what 
your parents have been telling 
you beouase the evil Doctor 
BUUen has found a way of putt- 
ing subliminal sound waves on 
eveiyday pop records, Whilst you 
cannot hear them, your brain 
still picks them up and the effect 
is that the youth of today is being 
totally mesmerised. 

These goings on were flrst 
noticed in a group of islands 
known as Arcanum where Blit- 
zen Is thought to have his 
headquarters. So, Agent Dan Is 
called up to fly his airship tot he 
islands and investigate. The idea 
Is to search the island for a 
hidden record which must then 
be played on a jukebox- Then, 
pausing only to refuel your 
dirigible, you must make your 
way to the next island until 
eventually, you And the evil 
Doctor's laboratory and blow it 
up. 

The original Dynamite Dan 
was one of the better platform 
games but DDII looks and plays 
more like an arcade adventure. 
Movement Is a simple left, right, 
down and Jump/up but the tim- 
ing and positioning of jumps is 
seldom critical- There are many 
items to be collected arid used en 
route although you will have to 
look after them careftilly or they 
will get pinched when you collde 



with the nasties. A nasty will 
only steal an Item of the same 
colour but Sod's Law says that it 
is usually the one that need most 
that goes flrst If the nasties 
cannot steal anything, they take 
just as much delight In sapping 
your energy- You only have one 
life so It is Important to keep an 
eye on the approplate gauge. 
Fortunately, there Is lots of fod 
lying around to top up your 
calorie count 

Different Items serve different 
purposes- Bombs are used for 
blowing up doors and allowing 
you access to other parts of the 
island. Goggles protect you from 
the mesmerising ray of Dr 
Blitzen and ftiel is needed to get 
your zeppelin into the air again 
There are other items lying 
around whose use must be det- 
ermined by experimentation 
One is required to allow you 
access to a secret passage and 
others may offer varying forms 
of protection 

There is always a lot 
happening on the screen, and 
whilst this is OK to look at 1 
found that it produced a slight 
flickering effect on the screen 
The game itself is reasonable 
without being outstanding and is 
likely to have Its greatest appeal 
with those who enjoyed the 
original. 



PLANET RATINGS 




Originality 
Graphics 
Use of machine 
Value for money 


• • 
• ■• 

000 

000 


STAR RATING 


Fol 


Bright Star 


LiJ 




REVIEWS 




Title: 


Mermaid Madness 




Corny u tor: 


ZX Spectrum 




Supplier: 


Electric Dreams Software 
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£2.99 
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Mermaid Madness is an arcade 
action type game from Electric 
Dreams Software. You are a 
mermaid called Myrtle and you 
see, and fall in love with, a diver 
called Gormless Gordon. Unfor- 
tunately Gordon does not see you 
In quite the same way and tries 
to escape your clutches by diving 
off the end of the pier You dive 
off in search of him only to find 
that he has stuck himself under 
a sunken wreck You have to 
rescue him and dodge sea 
monsters and the like- 

Myitle's source of energy is 
the bottles of stout that she finds 
lying about the sea floor as she 
makes her way through the 
many caverns. She also finds 
objects that are useful to her 
such as lamps to light dark 
caverns. The graphics for these 
are very well drawn but thqy 
tend to merge as one object, nears 
another < for example — a 
lobster approaching Myrtle too 
closely changes her hair from 
yellow to purple). The graphics 
also tend to flicker a lot which 
can be a strain on the eyes. 

There are a few well thought 
out additions to this rather 
unoriginal game which increase 
its playablllty. One such is the 
picture of a beating heart at the 
top of the screen which beats 
faster as Myrtle gets nearer her 
beloved Another is the stoiy 
written on the instruction sheet 
to start you off* These show that 
Electric Dreams have tried to 
make their game original in 
concept if not exciting. 

However, after saying this, the 
game is anything but original 
Games like this one have been 
produced for years. It is not very 
exciting either — learning all of 
the tricks of getting past mon- 
sters without being eaten can 
become tedious alter a veiy short 



time The tune 'Hall of the 
Mountain King' plays after each 
game too, which somehow re- 
minds me of Manic Miner even 
though it is nowhere near as 
well produced. 

If you want a game for cute- 
ness and not lastabillty 1 would 
recommend this one. 

PLANET BATINQS 



Originality 
Graphics 
Use of Machine 
Value for Money 

STAR RATING 

White Dwarf 
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Only 26 survivors are left after a 
chemical attack on planet 64.7, 
As commander of the Octagon 
Squad, you receive a priority red 
message to go to the planet and 
beam out the survivors at the 
teleport fence. The only problem 
ls'Ehat the survivors all have 
severe brain damage and are 
located deep within the reactor 

maze* 

As the name suggests, you 
have eight squadrolds at your 
disposal and you must deploy 
them at strategic points 
throughout the maze. The game 
is icon driven so that you can 
manipulate the appropriate 
droidand make it pickup, unlock 
something (the doors all have 
colour coded keys), drink at a 
fountain (to counter the energy 
draining chemical residue) or 
move. To use one of the actions 
(not move) you select the toon of 
your choice and then specify the 



direction that you are interested 
in. This is necessary as you may 
be at a junction in the maze with 
two otjjecte available for picking 
up — you are limited in what you 

can cany. 

You get to see the maze in two 
forms. In the bottom right of the 
screen is a picture of your Im- 
mediate surroundings and above 
thai, a map of your immediate 
area A series of information 
boxes are top left and the various 
icons bottom left. The whole 
appearance is very cluttered and 
as the game play is also raAher 
lacking, Octagon Squad cannot 
really be recommended G.H. 
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Qods always like to get their fun 
at the expense of mere mortals 
like you and ma Here you are, 
trapped in a comet's time vortex 
and the only way the eight Gods 
of Zzam will let you go Is if you 
find and return the crystals of 
Zzam. As these particular Gods 
rule the entire universe, you 
don't have a great deal of say in 
the matter. 

Before you can get anywhere 
near the crystals, you must first 
collect three effigies and drop 
them in the appropriate cham- 
ber. This will please the Gods and 
they will grant you extra powers. 
You can, however, displease 
them Just as easily toy having the 
effigies stolen- Then, if they are 
feeling malevolent, the Gods will 
remove some of your skills. So 
who would be so stupid as to 
have their effigy stolen? Well It 
happens automatically if you 
collide three times with the 



assorted nasties that inhabit the 
chambers although you can tiy 
and blast them out of the skies 
before they do likewise to you 
Other commands can be used try 

accessing a menu Holding an 
effigy allows you to teleport to 
another chamber and the menu 
wiU also contain details of your 
special powers if any. 

The game looks quite similar 
in appearance to quite a few 
other Mastertronlc arcade ad- 
ventures but it suffers from some 
very Jerky scrolling, It will 
certainly keep you quiet on a wet 

afternoon, though. Not bad for 
£1.99. GJL 
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Title: 

Computer: 

Supplier: 

Price; 



Night Walker 
Commodore 64 
Microcla&sic 
£3,95 
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Originally released at full price 
under the name The Chess 
Game\ Night Walker takes you 
deep into your worst nightmare 



where Instead of actually play- 
ing chess, you have to meet all 
the pieces in a series of indi- 
vidual battles complete with a 
crowd hurling abuse and fire- 
balls at you, just to liven things 
up if you look like winning too 
easily. 

You start with five pawns and 
must manoeuvre them to the 
other side of the board Contact 
with the opposing piece, being 
hit by a fireball, falling off the 
edge of the board or stepping 
onto a red square results In your 
piece taking an early bath- It is 
the colouring of the squares that 
involve a considerable amount of 
strategical thinking on your 
part. To start with, they are the 
normal black and white. As you 
step onto a square it changes to 
blue. When the enemy moves 
onto a blue square, it changes to 
red and becomes impassable. As 
you may have to cross the board 
up to nine times ( five pieces plus 
four return journeys ) you must 
plan your trips so that you use as, 
few squares as possible. The 
challenges get considerably 
harder for each new level and 
some of the higher level com- 
binations are really nasty. You 
will also find that a different 



strategy is needed for each leveL 
The game is presented in a 
very attractive 3D perspective 
and looks most attractive al- 
though 1 found that this led to 
problems Judging things at the 
far edge of the board This is an 
original and highly ertfoyable 
game that could have been made 
exceUent if a few more player 
options had been Included such 
as being able to practise different 
levels or start from different 
places The scoring system could 
also have been tidied up — 10 
points for every pawn across 
with a 20 point penalty for 
pausing the game is a trifle 
harsh. But despite these minor 
grumbles Night Walker com- 
bines a nice mix of arcade action 
and strategy and is well worth a 
look, &-H. 
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By Robert PiUdngton 



Here is the long awaited sequel 
to 'Bertie Bishop' printed a few 
months ago. 

Bertie Is in trouble again but 
this time he is not in any devil's 
prisons with beetles but in the 
jungle { the write-up and detail in 
game Instructions explain what 
he is doing there). The game 
should keep your readers busy 
for a long time (plus a few more 
hours keying it In!). I have in- 



cluded three skill levels 
(Kamikaze level for your Whizz 
Kid readers) and at the end of 
each game played it will give you 
a skill rating, ag. 'Prehistoric 
Granny* (what Mums and Dads 
get), 

Bertie Bishop was tired of 
bishoplng duties at home, so he 
decided to do something more 
interesting. Bertie took off to the 
nearest jungle and started 
preaching to the natives. They 
did not like him veiy much and 
pinched his bible. Bertie went off 
to search for it (silly guy). Soon 



he had mugger birds, some 
snakes, gorillas and natives 
blowing poison darte after him! 
You take the part of Bertie 
tiding to guide him through ten 
deadly jungle scenes- There are 
three skill levels and also ftinny 
skill ratings! Your task Isn't easy 
but you might make it some day 
(I think). There is a high num- 
ber of trees in the jungle and 
that's not helpful at all when 
you're trying to get away from a 
pursuing mugger bird- 
There are detailed game in* 
structions for you to read and 



learn how to feed the crazy gor- 
illas, club the slitheiy snakes 
and keep away from all the other 
nasties. 

Save the game by typing SAVE 
"MISSION" LINE 1 (this will 
auto run the program each time 
you LOAD it). Be careftrt when 
typing in all the graphics char- 
acters or you might end up with 
some pretty weird things wan- 
dering the Jungle! 

Keys — Q left, E right, P up, L 
down. Other keys are exp l ai n ed 
In Instructions. Good luck (I 
think youTl need itl). 



Bertie Bishop -The Mission 



1 REM BY ROBERT PILKINGTON 
1986 

2 DIM B<32): DIM C(32)t DIM D 
<11>: DIM E<H>: DIM A* (32): DIM 

B*<11>: DIM C#U1>: DIM D$ ( 1 1 > : 
DIM E*<11): DIM F* < 1 1 ) : DIM G* < 
11) 

3 PAPER O: INK 7: BORDER 

4 CLS : POKE 23658,8 

7 LET SCE=1: LET SC=0: LET HI 
=0 

8 LET LI=3: LET X=l: LET Y=l 

9 PRINT AT 10,10; INK 5; INVE 
RSE 1; "BERTIE BISHOP";AT 11,10;" 
"THE MISSION'": GO SUB 9000 

10 CLS 

15 OVER 1 

20 FOR N=l TQ 11:. PRINT A N+5, 



i>n 



: BEEP E(N) t 



5; " A ";AT N+6,5; " 4 ! 
D(N) 

30 PRINT AT N+5, 5;" A "| IN 
K 6; INVERSE 1;B*(N>;" ";C*(N>;. 
" ";D*(N>;" M ;E*<N>;" "jF*(N> 
;AT N+6,5; INK 7; INVERSE 0; "<ar 

II 

40 NEXT N 

45 PRINT AT 21,0; BRIGHT 1; IN 
K 5; "PRESS ANY KEY TO MEET YOUR 
DOOM!" 

46 PAUSE 
50 CLS 

60 OVER O 

70 INK 4: FOR N=0 TO 21: PRINT 
AT N,0;"B";AT N,31;"H": NEXT N 
80 PRINT AT iM;"HnaDBHm 

mmmmamm^mmn^a^^mamm" -. rem *30 bloc 

KS* 

90 PRINT AT 1 6 T 1 ; " ^BBXBBBSmiaHHBI 
■■IHBIHHHm": REM #30 BLO 
CKS* 
'100 PRINT AT n V , ; H 



107 BRIGHT 1 

110 IF LI=3 THEN PRINT AT 18,1 
8;" A A A";AT 19,18;"<jr <3T "St"' 

120 IF L-I=2 THEN PRINT AT 18,1 
B;"A A";AT 19, IB; B «ST 'ST" 

130 IF LI=1 THEN PRINT AT 18,1 
8; " A ";AT 19,1B;" 4 3T" 

140 BRIGHT 

150 INK 7 

180 PRINT AT 18,29; "t" 

185 INK 4 • 

190 PLOT 15,8 

200 DRAW 3,8: DRAW -4,8: DRAW - 
4,4: DRAW 4,4: DRAW 4,-4: DRAW - 
4,-4 

210 PLOT 16,8: DRAW 5,8: DRAW 6 
,8: DRAW -4,4: DRAW 4,4: DRAW 4, 
-4: DRAW -4,-4 

220 REM SCORE/H. SCORE 

230 PRINT AT 18,5; "SCORE-" 5 INK 

6; BRIGHT I5SC1 PRINT AT 20,5; 
INK 3; "HI. SCORE-"; INK 6; HI 

240 GO SUB 8000 

250 LET MX=15: LET MY»1 

260 REM PRINT DOOR , BERT , SNAKES, 
BIRD/S 

270 PRINT AT 14,30; INK 7; BRIG 
HT 1; INVERSE 1;"E";AT 15,30; "X" 



INK 



" A " ; AT 



REM *30 HAL 



F BLOCKS* 
105 INK 5 



280 PRINT AT X,Y; 

X+^Y;"^'" 

290 PRINT AT 14,29; INK 4; BRIG 
HT 1;"P";AT 15,29; "P" 

300 PRINT AT 15,1; BRIGHT 1; IN 
K 7;SK 

310 FOR N=l TO SK: BEEP .25,10: 

NEXT N 

320 PRINT AT MX, MY; INK 3;"*" 

25 INK 7 

330 REM MOVING 

340 IF INKEY*="P" AND ATTR (X-l 
,Y)=7 THEN GO TO 360 

345 PRINT AT 18,11; BRIGHT 1; I 
NK 6;SC 

350 GO TO 370 

360 IF ATTR (X-1,Y+1>=7 THEN G 
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TO 600 


2,5: PRINT AT X+1,Y;" "l BEEP .2 






370 IF INKEY*="L" -AND ATTR (X+2 


,10i PRINT AT X,Y+lj" "a BEEP .2 






t Y>-7 THEN 60 TO 390 


,15a PRINT AT X+1,Y+1;" ": BEEP 






380 GO TO 400 


.2,20: GO TO 5500 






390 IF ATTR <X+2 t Y+l>=7 THEN Q 


1110 PRINT AT MX, MY; INK 3!"*" 






TO 700 


1120 IF DYOY THEN 60 TO 1250 






400 IF INKEY*="Q" AND ATTR <X,Y 


1130 OVER 1 






-1>=7 THEN 60 TO 420 


1135 IF ATTR (DX,DY>=5 THEN OVE 






410 60 TO 430 


R Ob PRINT AT X,Y; INK 7; "A": BE 






420 IF ATTR <X+1,Y-1>=7 THEN 6 


EP ,5,10: IF INKEY*<>"C" THEN F 






TO 800 


OR N=l TO 5: FOR G=-20 TO 20: BE 






430 IF INKEY*«"E" AND ATTR (X,Y 


EP .001,G: NEXT G: NEXT N: GO TO 






+2) =7 THEN 60 TO 450 


5500 






440 60 TO 460 


1137 IF ATTR (X,Y)=7 THEN PRINT 






450 IF ATTR <X+l,Y+2>=7 THEN G 


AT X,Y; INK 5:" J": BEEP .5,0: 6 






TO 900 


TO 1500 






460 60 TO 1000 


1140 FOR N=DX TO 1 STEP -1 






470 60 TO 340 


1150 PRINT AT N,DY: INK ATTR (N, 




I 


600 LET X-X-l 


DY>;" A" 




ll 


610 PRINT AT X,Y; INK 5;" A" J AT 


1155 IF SCE<=5 THEN BEEP ,06/SK 






X+l f Y;"*5T M, ;AT X+2,Y; INK 7;" " 
620 IF X=14 AND Y+l=27 THEN 60 


,10 

1157 IF SCE>5 THEN BEEP -03/SK, 










TO 5000: REM END OF SCREEN SNAK 


10 






ES AND ON TO NEXT SCREEN 


1160 IF ATTR (N-l,DY>-5 THEN GO 






630 GO TO 1000 


TO 1200 






700 LET X=X+1 


1170 PRINT AT N,DY;.INK ATTR (N, 






710 PRINT AT X,Y? INK 5;" A";AT 


DY ) s " A " 






X+l,Yj"*3T" 


1180 NEXT N 






720 PRINT AT X-1,Y; INK 7;" " 


1190 OVER 0: GO TO 1500 






730 IF X=14 AND Y=27 THEN GO T 


1200 IF INKEY*-"C" THEN OVER 0: 






5000 


PRINT AT X,Yn u "t BEEP .5,10: 






740 60 TO 1000 


PRINT AT X,Y; INK 5; "A "a PRINT 






BOO LET Y=Y-1 


AT N,DY; OVER ll INK ATTR (N,DY) 






810 PRINT AT X,Y; INK 5;" A" 


i" A": LET SC*SC+10: GQ TO 1500 






820 PRINT AT X+l.Y; INK 5; ,M X " 


1210 FOR N=l TO 2: FOR G«10 TO 5 






B25 PRINT AT X,Y+2; INK 7\" " ; A 


0: BEEP ,0009,6:. NEXT G: NEXT N 






T X+l,Y+2;" " 


1220 OVER 0: GO TO 5500 






830 IF X=14 AND Y=27 THEN 60 T 


1250 IF DAYOY THEN GO TO 1400 






5000 


1260 OVER 1 






B40 60 TO 1000 


1270 IF ATTR (DAX,DAY)=5 THEN 






900 LET Y=Y+1 


VER 0: PRINT AT X,Y; INK 7;" A": 






910 PRINT AT X,Y; INK 5; " A " 


BEEP .5,10: IF INKEY*<>"C" THEN 






920 PRINT AT X+l.Y; INK 5;" 3T" 


FOR N=l TO 5: FOR G=-20 TO 20: 






925 PRINT AT X,Y-1; INK*7;" ";A 


BEEP .001,6: NEXT 6: NEXT N: 60 






T X+l,Y-lj" " 


TO 5500 






930 IF X=14 AND Y=27 THEN GO T 


1280 IF ATTR (X,Y)=7 THEN PRINT 






5000 


AT X,Y: INK 5;" j": BEEP .5,0: 6 






1000 REM BIRDS/DARTS/60RILLAS 


TO 1500 






1005 PRINT AT MX, MY; INK 7;" " 


1290 FOR N=DAX TO 1 STEP -1 






1010 IF ATTR (MX-1,MY>=5 THEN L 


1300 PRINT AT N,DAY; INK ATTR (N 






ET MX=MX-1: 60 TO 1100 


,DAY);"A" 






1020 IF ATTR <MX+1,MY)=5 THEN L 


1310 IF SCE<=5 THEN BEEP ,06/SK 






ET MX-MX+1: 60 TO 1100 


.10 






1030 IF ATTR <MX,MY-1>=5 THEN L 


1320 IF SCE>5 THEN BEEP .03/SK, 






ET MY-MY-1: 60 TO 1100 


10 






1040 IF ATTR <MX,MY+1>=5 THEN L 


1330 IF ATTR <N-1,DAY)=5 THEN 6 






ET MY=MY+1: 60 TO 1100 


TO 1370 






1050 LET CH=INT (RND*5+1): IF CH 


1340 PRINT AT N,DAY; INK ATTR (N 






>2 THEN 60 TO 1100 


,DAY>; " A" 






1060 IF MX>X AND ATTR <MX-i,MY>- 


1350 NEXT N 




1 


7 THEN LET MX=MX-i 


1360 OVER 0: 60 TO 1500 




I 


1070 IF MX<X AND ATTR (MX+1,MY)= 


1370 IF INKEY*="C M THEN OVER 0: 






7 THEN LET MX=MX+1 


PRINT AT X,Y:" "s BEEP .5,10: 






1080 IF MY>Y AND ATTR <MX,MY-1>= 


PRINT AT X,Y: INK 5;" A": PRINT 






7 THEN LET MY=MY-1 


AT N.DAY; OVER 1; INK ATTR (N,DA 






1090 IF MY<Y AND ATTR (MX,MY+1>= 


Y>i M A": LET SC=SC+10: GO TO 1500 






7 THEN LET MY=MY+1 


1380 FOR N«l TO 2s FOR 0-10 TO 5 




1 


1100 IF ATTR <MX,MY>=5 THEN BEE 


0: BEEP .0009,G: NEXT G: NEXT N 




P -2,0: PRINT AT X,Y; BEEP - 


1390 OVER 0: GO TO 5500 
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1400 IF DRYOY THEN GO TO 1500 
1410 OVER 1 

1420 IF ATTR <DRX,DRY>=5 THEN 
VER 0: PRINT AT X,Y; INK 7;"A»t 
BEEP .5,10: IF INKEY*<>"C" THEN 
FOR N=l TO 5: FOR G^-20 TO 20i 
BEEP .001,0: NEXT G: NEXT N: GO 
TO 5500 

1430 IF ATTR (X,Y)-7 THEN : PRIN 

T AT X,Y; INK 5;" J": BEEP .5,0: 

GO TO 1500 

1440 FOR N=DRX TO 1 STEP -1 

1445 PRINT AT N,DRY; INK ATTR (N 

,DRY);"A» 

1450 If SCE<=5 THEN BEEP . 06/SK 
,10 

1455 IF SCE>5 THEN BEEP .03/SK, 
10 

1460 IF ATTR <N-1,DRY>«5 THEN G 
TO 1475 

1465 PRINT AT N,DRY; INK ATTR (N 
,DRY>;" A" 

1470 NEXT N 

1472 OVER Ob GO TO 1500 

1475 IF INKEY*-"C" THEN OVER 0: 

PRINT AT X,Y;" »i BEEP .5,10: 
PRINT AT X,Y; INK 5;" A": PRINT 
AT N,DRY; OVER 1; INK ATTR (N,DR 
Y)j"A": LET SC-SC+10: GO TO 1500 
14B0 FOR N-l TO 2: FOR 8=10 TO 5 
0: BEEP .0009,G: NEXT G: NEXT N 
1490 OVER 0: GO TO 5500 
1500 REM GOR. 

1510 LET GOR=INT (RND*21+1) 
1520 IF LI-1 THEN LET CH-1 
1530 IF LI -2 THEN LET CH*2 
1540 IF LI=3 THEN LET CH»3 
1550 IF GOR>CH THEN BO TO 340 
1560 IF ATTR (X,Y+2)<>7 THEN GO 

TO 340 
1570 IF ATTR (X+l , Y+2> <>7 THEN 
GO TO 340 
1575 IF SK-1 THEN BEEP .6,0: GO 

TO 1590 

1580 BEEP (1/SK>,0 

1590 PRINT AT X,Y+2; INK 6; BRIG 
HT 1;"L" 

1600 PRINT AT X+l,Y+2; INK 6; BR 

IGHT 1;"M" 

1610 IF INKEY*»" " THEN GO TO 1 

630 

1620 GO TO 1700 

1630 PRINT AT 19,29; INK 6; " u" 

1640 PRINT AT 20, 2^: INK 6:"©R3X 

1650 FOR N=26 TO 29: BEEP .2,-10 
: PRINT AT 20, N; " "x NEXT N 
1660 BEEP .2,0: PRINT AT 19,29;" 

II 

1670 PRINT AT X,Y+2; INK 7;" ";A 

T X+l,Y+2; INK 7; " " 

1675 LET SC=SC+5 

1680 GO TO 340 

17Q0 FOR N=0 TO -10 STEP -1: PRI 

NT AT 20,27; INK 6; " N N M I NEXT N 

1710 GO TO 5500 

4000 REM WIN 

4010 CLS 

4020 OVER 1 
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4030 FOR N=l TO 11: PRINT AT N+5 
.5:" A";AT N+6,5; u *W n s BEEP E(N> 
,D(N> 

4040 PRINT AT N+5,5; M A "; IN 
K 6; INVERSE 1;B*(N>;" ";C*<N>; 
" " ; G* (N) ; " " ; E* CN) ; " " ; F* <N) 
;AT N+6,5j INK 7; INVERSE 6; "'ST 



IV 



4050 NEXT N 

4055 PAUSE 100 

4060 CLS 

4070 PRINT AT 7,14; INK 7;" 



";AT 9,14;"^- J";AT 10,14;"| 

;AT 11,14; "■ . V ; AT 12,14;" 

4080 BEEP .25,20: BEEP .25,10: P 

AUSE 100 

4090 CLS 

4100 PRINT AT 10,0; FLASH 1; INK 

5; BRIGHT 1;"Y0U HAVE COMPLEED 
BERTIE BISHOP BONUS 1000! YOU WO 
N AT LEVEL ";SK;" (" 
4110 LET SC=SC+1000 
4120 FOR N=l TO 10: FOR G=10 TO 
30: BEEP ,0009,G: NEXT G: NEXT N 
4130 CLS 
4140 GO TO 6000 

5000 PRINT AT 14,29; INK 4;" Q";A 
T 15,29; "O" 
5010 IF INKEY*="C" THEN 'GO TO 



>i THEN BEEP .3,10: 



GO TO 



IF SK= 

5030 

BEEP (.5/SK),10 

IF INKEY*="C" THEN 



5 
G 



100 

5015 

O TO 

5020 

5030 

100' 

5040 PRINT AT 14,29; 

T 15,29;"P" 

5050 IF INKEY*= M C" THEN FOR N 
TO -20: BEEP .2,N| NEXT N: GO 

O 5500 

5060 BEEP (,5/SK) ,10 

5070 IF INKEY*="C" THEN FOR N=0 
TO -20: BEEP -2,N: NEXT N: GO T 

5500 

5080 GO TO 5000 

5100 PRINT AT 14,29; INK 7;"f" 



INK 4;"P";A 





T 



BEEP .04,N 
INK 5;" j 
BEEP .02,N: 

GO TO 4000: 



5110 FOR N=-20 TO 30: 
: NEXT N 

5120 PRINT AT 14,26; 
L ";AT 15,26; " "X"' 
5140 FOR N=10 TO 30: 
NEXT N 

5142 CLS 

5143 IF SCE=10 THEN 
REM WIN 

5145 OVER 1 

5150 FOR N=l TO 11: 

,5j" A ";AT N+6,5; "« 

,D(N> 

5160 PRINT AT N+5,5; " A "; IN 
K 6; INVERSE 1;B*(N);" ";C*(N>; 
";D*(N); M "jE*<N>j" "jF#(N> 



PRINT AT 
K'": BEEP 



N+5 
E<N) 



*> 



;AT N+6,5; 

5170 NEXT N 
5180 OVER 



INK 7; INVERSE 0; "•»* 



m 



5185 LET SOSC+20 

5200 LET SCE=SCE+1 

5210 LET X=la LET Y=l 

5220 'GO TO 50 

5500 REM LOOSE A LIFE 

5510 FOR N=29 TO 18+<LI#2)-1 STE 

P -Is PRINT AT 1B,N; INK 7;"t " 

5520 BEEP .2,N 

5530 NEXT N 

5540 REM BYE BYE LIFE 

5550 LET LI=LI-1 

5560 IF LI=0 THEN 60 TO 5600: R 

EM DOOM 

5570 CLS 

5575 LET X=l: LET Y=l 

5580 GO TO 50 

5600 REM DOOM 

5610 CLS 

5620 PRINT AT 8,16; INK 7:"^ 

•* "- 

I I 

I I 

1 I 

I I 

I 1 

5630 PRINT AT 10,16; INK 5;" A"; 

AT 11,16; *"ST" 

5650 REM CROWD 

5660 FOR N=7 TO 14 STEP 2 

5670 FOR 6=5 TO 12 STEP 3: PRINT 

AT N,G; INK 7;"§";AT N+1,G; INK 

RND*4+4; "■ ■': NEXT G 
5680 NEXT N 
5690 FOR N=5 TO It? STEP 3: PRINT 

AT 15, N; INK 3; "LI' : NEXT N 
5700 PRINT AT 7,3; INK 7;"§";AT 
8,3; INK 4;"| ,, ;AT 9,3; INK 3; '*L" 
5710 PRINT AT 12,3; INK 7;"§";AT 

13,3; INK 6; "I"; AT 14,3; INK 3; 

M L M 

5720 PRINT AT 6,13; INK 7;"§";AT 
7,13; INK 5;"|";AT B,13; INK 3; 

III « 

5730 PRINT AT 13,13; INK 7;"§";A 
T 14,13; INK 7;"|";AT 15,13; INK 

3;"L" 
5740 PRINT AT 4,7; INK 7;"§ §" 
;AT 5,7; INK 4; "I l";AT 6,7; I 
MK 3;"L L" 

5750 PRINT AT 16,8; INK 7;"§";AT 
17,8; INK 6;"|";AT 18,8; INK 3; 
"L" 
5760 PRINT AT 4,17; INK 7; "AMEN> 

A";AT 5,22; "*3K ";AT 5,21; INK 3; 



5765 FOR N=0 TO 6 

5768 FOR 6=1 TO 2 

'5769 IF G=l THEN OVER 

5770 PRINT AT B,22-N; INK 7f» mmm » 

;AT 9,21-N; "JHL'; AT 10,21-N;"BT 

"■";AT 11,21-N;" ■ H'^AT 12,21-N 
. ii 

-N;" 

5775 OVER 1 

5780 PRLNT AT 6,22-N; INK 6;"i_"j 

AT 7,22-N; "M" 

5790 PRINT AT 16,23-N; INK 6;" 1_" 

;AT 17,23-N;"M" 




";AT 13,22-N; "■■";AT 14,22 
" ;AT 15,22-N;"Tr" 



5795 IF 
11 STEP 

5796 IF 
5B00 
5810 
5820 
5825 



6=1 THEN „ FOR S=-20 TO - 
2: BEEP .2,S: NEXT S 
N-6 THEN 60 TO 5825 
NEXT G 
OVER 
NEXT N 

PRINT AT 10,19; INK 7; "<WHO 
TURNED";AT 11, 20; "THE LIGHTS";A 
T 12,24; "OUT?" 

5830 BEEP 2,-20: BEEP 2,-25: BEE 
P 2,-30 

6000 REM HI SCORE 
6010 CLS 
6020 PRINT AT 2,5; INK 7; BRIGHT 

1;"Y0U HAVE THE SKILL OF" 
6030 IF SC<100 THEN LET V*="A P 
REHISTORIC GRANNY" 
6040 IF 50=100 AND SC<300 THEN 
V*="A 6REAT GRANNY" 
IF SC>=300 AND SC<600 THEN 
V*="A GRANNY!" 
IF 50=600 AND SC<1000 THEN 
V*=" SUPER GRAN! !" 



LET 
6050 

LET 
6060 
LET 



6070 IF SC>=1000 THEN LET V*="R 

AMBDS GRANNY! ! !" 

6080 LET LENV=LEN V*: LET SP=31- 

LEN V*: LET P0S=SP/2 

6090 PRINT AT 6.P0S; INK 4; BRIG 

HT 1;V* 

6100 PRINT AT 10,10; INK 5; "AT L 

EVEL-"; INK 6; SK 

6110 PRINT AT 14, 10; "YOUR SCORE" 

6120 LET S*=STR* SC 

6130 LET LENS=LEN S*fl LET SPS=31 

-LENS: LET P0=SPS/2 

6140 PRINT AT 16, PO; INVERSE 1; 

INK 6; BRIGHT 1 ; SC 

6150 IF SOHI THEN LET HI=SC: P 

RINT AT 18,10; INK 3; BRIGHT 1; 

FLASH 1;"HIGH SCORER" 

6160 PRINT AT 19,8; INK 5? " 

INK 7i "PRESS A KEY"; INK 5; 

6170 PRINT AT 20,8; INK 5; 

INK 7;" "; INK 5j 

6180 PAUSE O 

60 SUB 939B 

LET X=l: LET Y=l: LET SC-O: 

SCE=1 

LET LI=3: 60 TO 10 

REM SET UP SCREENS 

IF SCE>1 THEN 60 TO 8100 

FDR N=l TO 27 STEP 2: PRINT 
4;"«";AT 4,N; INK 6 



A" 
" A 



11 M 



IMI 



»*■ 



I 

Ml 



6190 
6200 

LET 
6210 
BOOO 
8010 
8020 

AT 3,N; INK 
;" 1": NEXT N 
B030 FOR N=2 

AT 7,N; INK 
; INK 6;"1": 
8035 
T AT 



TO 13 STEP 2: PRINT 
4;"»": PRINT AT 8,N 
NEXT N 
FOR N=16 TO 30 STEP 2: PRIN 
7,N; INK 4;"«T;AT 8,N; INK 



6; " I": NEXT N 

8040 FOR N=5 TO 27 STEP 3: PRINT 

AT 13,N;"©";AT 14, N; INK 6;"l"i 

NEXT N 
8050 REM DART VARIABLES 
8060 LET DX=10: LET DY=6: LET DA 
X=12: LET DAY=13:. LET DRX = 15: LE 
T DRY=20 

8070 Return 

8100 if sce>2-then go to 8200 



! 
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1110 FOR 
AT 5,N; 
INK 




DRY=25 
B160 RETURN 

8200 IF SCE>3 THEN GO TO 8300 
8210 FOR N=5 TO 27 STEP 3s PRINT 

AT 5,N; INK 4;"©";AT 6,Nj INK 6 
; " I " 2 NEXT N 
8230 FOR N*2 TO 27 STEP 2: PRINT 

AT 9,N; INK 4;"«T;AT 10, N; INK 



PRINT 
INK 



6;" 1" 

8240 NEXT N 

8250 FOR N=4 TO 25 STEP 2: P 
AT 14, N; INK 4;"©";AT 15, N; 

6;" l» 

8260 NEXT N 

8270 LET DX=9: LET DY=4: LET DAX 
=5: LET DAY=12: LET DRX-5: LET D 
RY=28 

8280 RETURN 

8300 IF SCE>4 THEN GO TO 8400 
8310 FOR N=4 TO 30 STEP 2t PRINT 
AT 3,N; INK 4;"«r;AT 4,Np INK 6 
5 " V ' 



3,N; 

NEXT 



8320 NEXT N 
8330 FOR N=2 TO 26 STEP 3: 
AT B,N; INK 4;"©";AT 9,N; 

8340 NEXT N 

8350 FOR N=5 TO 25 STEP 2i 



PRINT 
INK 6 



25 STEP 
*";AT 12, N| 



PRINT 
INK 




N 



O i A 

8440 NEXT •<• 

8460 LET DX»10: LET 

X-6i LET DAY-12: LET 

DRY=2B 
B470 RETURN 

8500 IF SCE>6 THEN GO 
8510 FOR N=3 TO 14 STEP 



DY=6i LET DA 
DRX-lSi LET 



TO 8600 
": PRINT 



SPECTRUM 



AT 3,N; INK 4;"»";AT 4,N; INK 6 

8520 NEXT N 

8530 FOR N=17 TO 30 STEP 2: PRIN 

T AT 3,N; INK 4;"<»";AT 4,N; INK 
6j" 1" 

8540 NEXT N 

8550 FOR N=4 TO 30 STEP 2: PRINT 
AT 8,N; INK 4;"©";AT 9,N;. INK 6 

; " X " 

B580 NEXT N: LET DX=15: LET DY=5 

: LET DAX=15: LET DAY=14: LET DR 

X«15s LET DRY=28 

8590 RETURN 

8600 IF BCE>7 THEN GO TO 8700 

8610 FOR N=2 TO 28 STEP 3: PRINT 

AT 3,N; INK 4;"©";AT 4, hi; INK 6 
■ ii ■ " 

» A 

8630 FOR N=2 TO 27 STEP 2:^ PRINT 
AT 9,N; INK 4;"*";AT 10, N; INK 

6;" 1" 

8640 NEXT N 

8650 FOR N=4 TO 27 STEP 3: PRINT 
AT 13, N; INK 4;"»";AT 14, N; INK 
6;" A » 

8660 NEXT N 

8680 LET DX=13: LET DY=10: LET D 
AX=13: LET DAY=20: LET DRX=15: L 
ET DRY=28 

8690 RETURN 

8700 IF SCE>8 THEN GO TO 8800 
8710 FOR N=10 TO 20 STEP 5: PRIN 
T AT 3,N; INK 4; "ft"; AT 4,N; INK 
6; " l"s NEXT N 

8720 FOR N=l TO 27 STEP 3: PRINT 
AT 7,N; INK 4;"©"; AT B,N; INK 6 



II | II 



8730 NEXT N 

B740 FOR N=3 TO 29 STEP "2: PRINT 

AT U,N; INK 4;"&";AT 12, N: INK 

6;"1" 
8750 NEXT N 

8780 LET DX=5: LET DY=5: LET DAX 
=12: LET DAY=12: LET DRX=15: LET 

DRY=27 
B790 RETURN 

8800 IF SCE>9 THEN GO TO 8900 
8B10 FOR N=2 TO 27 STEP 2: PRINT 

AT 3,N; INK 4; ,, ©";AT 4,N; INK 6 



" I 



8820 NEXT N 

8830 FOR N=4 TO 30 STEP 2: PRINT 
AT 7,N; INK 4;"©";AT 8,N; INK 6 

B840 NEXT N 

8850 FOR N=2 TO 27 STEP 2: PRINT 

AT 11, N; INK 4;"©"; AT 12, N; INK 

6;" A" 
8860 NEXT N 

8870 PRINT AT 14,10; INK 4; "ft 
» «T;AT 15,10; INK 6;" I 

x r 

BBBO LET DX=15: LET DY=15: LET D 

AX=10: LET DAY=20: LET DRX=15: L 

ET DRY=28 

BS90 RETURN 

8900 REM FINAL SCREEN! 



" 
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8910 FOR N=2 TO 27 STEP 3s PRINT 
AT 3,N; INK 4i"W|AT 4,N; INK 6 

;" y 

8920 NEXT N 

8930 FOR N=2 TO 27 STEP 2s PRINT 
AT 7,N; INK 4;"©";AT 8,N; INK 6 

s'M" 

8940 NEXT N 

8950 FOR N=5 TO 27 STEP 2s PRINT 

AT 12, N; INK 4;"«";AT 13, N; INK 

6;" A" 
B960 NEXT N 

B9B0 LET DX=15: LET DY=20: LET D 
AX=I5: LET DAY=24: LET DRX=15s L 
ET DRY=28 
8990 RETURN 
9000 FOR N=0 TO 167 
9010 READ A 
9020 POKE USR "A"+N,A 
9030 NEXT N 

9040 DATA 1,1,3,3,7,5,5,31 
9050 DATA 128,128,192,192,224,16 
0,160,248 

9060 DATA 95,223,95,15,7,3,14,31 
9070 DATA 250, 251 ,250 f 240,224, 19 

2,240,120 

9080 DATA 248,248,248,240,224,19 

2,120,24B 

9090 DATA 31,31,31,15,7,3,30,31 

9100 DATA 80,126,255,255,239,82, 

74,60 

9110 DATA 24,24,24,24,24,24,24,3 

6 

9120 DATA 16,16,16,16,56,40,40,0 

9130 DATA 56,124,124,124,56,16,1 

6,16 

9135 DATA 56,56,120,24,126,255,2 

4,60 

9140 DATA 36,60,90,90,104,90,60, 

24 

9150 DATA 102,90,90,195,60,36,10 

2,129 

9160 DATA 219,219,255,126,126,60 

,24,24 

9170 DATA 14,17,125.,85,57,18,4,2 

4 

9180 DATA 16,56,84,124,142,67,67 

,62 

9190 DATA 192,120,47,23,27,12,7, 



9200 DATA 0,0,192,255,255,31,224 

,127 

9210 DATA 7,15,63,254,253,131,12 

4,240 

9220 DATA 208,176,96,192,128,0,0 

,0 

9230 DATA 0,0,0,0,0,8,56,232 

9235 FOR N=l TO 11: READ D*(N): 

NEXT N 

9239 DATA " " f " " , "L" , " " , "0" , " 

U MCI* II ll "T » i* H M H 

9255 FOR N=i TO 1 1 s READ E*(N): 
NEXT N 

9256 DATA " " , " " , " "," " , "M" , " 



M II V II II M 'I ' ' 'i I* M I' 

9258 FOR N=l TO 32: READ B(N): N 

EXT N 

9260 DATA 2,-5,-3,-1,0,2,-5,-5,4 



,0,2,4,6,7,-5,-5,0,2,0,-1,-3,-1, 

0,-1,-3,-5,-3,-1,-3,-5,-6,-5 

9270 NEXT N 

9275 FOR N=l TO 1 1 : READ C$(N>: 

NEXT N 

9279 DATA " "," " , " I " , " ", ," 

■ I Mi in II II II f— II M II II If 

1 V 1 1 fc ? » 

9280 FOR N=l TO 32 
9290 READ C(N) 

9300 DATA 1,-5, .5, .5, .5, 1,1, 1,1, 

■ I— J a ■ kJ ■ I J ■ I *j *. lilt 1 i J * ■ i^l ■ * _J * a - J m * kj * 

I ■ ■ <-J i ■ J ■ ■ U f ■ vJ « 1 « » \J n ■ J f ■ W * ■ *-J ■ *- 

9310 NEXT N 

9320 FOR N=l TO 11 

9330 READ D(N) 

9340 DATA 9,9,14,9,14,18,9,14,18 

,9,14 

9350 NEXT N 

9355 FOR N=l TO 11 

9357 READ G*<N): NEXT N 

9359 DATA " "."F" f " ","0"," " , "U 

II II II "Kin II M " [V 1 " ■* 

9360 FOR N=l TO 11 
9370 READ E(N) 

9380 DATA -3, . 3, . 55, ■ 3, . 3, . 55, . 3 

- ■ *>J ■ ■ — ' -J I ■ -' — ' a X ■ X 

9381 NEXT N 

9385 FOR N=l TO 1 1 : READ B*(N): 
NEXT N 

9390 DATA "M"," " , "U" , " " , "M" , " 

ii kmii ii ii ii v'l M M M I II 

i n , , y , , 

9391 FOR N=l TO 32s READ A*(N): 
NEXT N 

9395 DATA " " , *' " , " " , " O" , " " , " D 
'•,"0", H ","Y","0","U" ," " , "W","A 
.. b h N m ^ ,. T .i |B >• , » i " , »N" , "S" , "T" , "R 

" , "U" , "C" , "T" , " I " , "O" , "N" , "S" , "? 

H M ■> » Qll H II 

9396 FOR N=l TO 1 1 s READ F*(N>: 
NEXT N ■ 

9397 DATA "B"," ","I"," " , "B" , " 

•i hi n ii n upii ii it i» ii 

, i_ , , i- , , 

9398 CLS 

9400 OVER Is FOR N=l TO 32: PRIN 
T AT ll,N-l:'"i_ 

M": BEEP C(N)/4,B(N 
1: PRINT AT 11,N-1;"L_ 

M": PRINT A 
10,N-1; BRIBHT 1; INK 4;A*(N>: N 
EXT N 

9410 OVER O 

9420 PRINT AT 13,15; INK 5; BRIG 
HT 1;"Y/N" 

9430 IF INKEY*="Y" THEN GO TO 9 
500 

9440 IF INKEY*="N" THEN GO TO 9 
460 

9450 GO TO 9430 

9460 CLS : PRINT AT 5,9; "INPUT S 
KILL LEVEL"; AT 6,9; "THEN PRESS E 
NTER. " 

9470 PRINT AT 10,9; INK 6; BRIGH 
T 1; "1 CHICKENS ONLY" 
9480 PRINT AT 12,9; INK 3; BRIGH 
T 1;"2 ONLY FOR ROCKYS";AT 14,9; 
INK 2; BRIGHT 1 ; "3 KAMAKASIE JO 
B" 
9490 INPUT SK: RETURN 



1 



*> 
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9500 CLS : INK 7 

9510 PRINT AT 2,0;" BERTIE BISH 

OP 'THE MISSION' 

9520 PRINT AT 3,0;" 

9530 PRINT AT 4,9; " INSTRUCTIONS" 
; AT 5,9; "********»»*#" 

9540 PRINT AT 7,0; "BACKGROUND" '" 

9550 PRINT AT 9,0; "BERTIE HAS LA 

NDED HIMSELF IN BIG 'TROUBLE A 

GAIN. HE SOT BACK FROM THE D 

EVIL'S PRISON & SOON FOUN"'*"THA 
T HIS NORMAL BISHOPING DUTIES 1 "' 
"WERE TOO BORING FOR HIM. SO ONE 

DAY HE DECIDED TO HAVE A BRE 

AK FROM VISITING CHURCHES AND 

OLD GRANNYS AND GO ON A MISS 

ION! ! ! ! ! " 

9560 PRINT : PRINT "BERTIE WENT 

OFF TO THE NEAREST ' JUNGLE AN 

D STARTED PREACHING TO THE NA 

TIVES. THE NATIVES DID NOT LI 

KE BERTIE MUCH AND TOOK OFF " ' ' 
"WITH HIS BIBLE! BERTIE (BEING N 

'CHICKEN) STARTED TO LOOK FO 

R HIS BIBLE AND SOON HAD SNAK 

ES, BIRDS '(RARE SPECIES OF MUG 

GER BIRD),' GORILLAS AND NATIV 

ES (WHO BLOW "'"'DARTS) TRYING T 

STOP HIM " 

9570 PRINT : PRINT "THE GAME": P 

RINT " ": PRINT : PRINT " 

YOU MUST GUIDE BERTIE PAST ALL " 
'"'THE TERRORS OF THE JUNGLE TO 

TRY AND RECOVER HIS BIBLE. TH 

ERE ARE TEN JUNGLE SCENES TO 

GO THROUGH AND THEY WON'T BE 

VERY EASY ! " 

9580 PRINT 

9590 PRINT "MUGGER BIRDS": PRINT 

" " : PRINT 

9600 PRINT "MUGGER BIRDS ARE BER 

TIES WORST ENEMY IN THIS GAME 

. THERE IS ONE 1 ON EVERY NEW S 

CREEN. THESE ARE THE ONLY CR 

EATURES NOT EFFECTED BY WHICH 

SKILL LEVEL YOU DECIDE' TO PL 

AY ON. THEY TRACK YOU ROUND T 

HE SCREEN TILL THEY COME WITHIN" 

'"'ONE SPACE OF YOU. THEN THEY"' 

'"ATTACK!" 

9610 PRINT : PRINT "TO AVOID THE 

M ATTACKING YOU MUST WAIT TIL 

L THEY ARE JUST STUCK (ONLY 

FOR A SHORT TIME) BEHIND A 'TR 

EE THEN NIP OFF. OF COURSE YOU'" 
"'WON'T HAVE TO TRICK THEM LIKE 
"""THIS IF THEY ARE A LONG WAY 
OFF AND THERE IS A CLEAR PATH 

,JUST GO! YOU SHOULD SOON FI 

ND A WAY TO PASS THEM (BUT SO 

METIMES YOU WILL FAIL TO PASS 

THEM). DON'T BE PUT OFF YOU 

HAVE GOT THREE '"'"LIVES." 
9620 PRINT : PRINT "GORILLAS": P 

RINT " *': PRINT "EVERY NO 

W AND THEN GORILLAS WILL 'POP 
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UP (A LOT OF TIMES ON LEVEL3 1 

WHEN ONE DOES YOU WILL SEE IT, A 

WARNING BEEP WILL SOUND AND" 

'"'YOU MUST RELASE ANY KEY YOU A 
RE"' '"PRESSING AND QUICKLY HIT S 
PACE '""'IF YOU WERE FAST ENOUGH 

■ A BOTTOM RIGHT DISPLAY PART 

OF THE SCREEN WILL SHOW A GIA 

NT BANANA. THIS WILL GO BIT B 

Y BIT AS THE HUNGRY" ' '"APE EATS 

IT. HE WILL THEN LEAVE'" '"YOU. I 
F YOU WERE TOO SLOW THEN " 
9630 PRINT : PRINT "HIS FISTS WI 
LL BE DISPLAYE NOT" * '"THE BANANA 

AS YOU WAVE BYE BYE TO ONE 

OF YOUR LIVES. THE TIME YOU H 

AVE TO REACH YOUR BANANA IS D 

ETERMINED BY THE SKILL LEVEL 

"THAT YOU ARE PLAYING THE GAME A 

T" 

9640 PRINT : PRINT "BLOW DARTS": 

PRINT " " 

9650 PRINT "BLOW DARTS WILL COME 

FLYING AT YOU FROM PRESET PO 

SITIONS ON EACH SCREEN. HOLD 

DOWN *C TO DUCK BEFORE ONE 

HITS YOU THEN MOVE QUICK! SO 

METIMES ONE WILL SUDDENLY APP 

EAR RIGHT OVER YOUR 'HEAD DO T 

HE SAME TO DODGE THEM 'TOO. TH 

EIR SPEED IS DETERMINED 'EY TH 

E SKLL LEVEL THAT YOU ARE PLA 

YING AT. THEY ALSO DOUBLE TH 

EIR SPEED FROM SCREEN SIX ON!" 
9660 PRINT : PRINT "SNAKES": PRI 

NT " " 

9670 PRINT "TO LEAVE EACH SCREEN 

YOU MUST STAND DIRECTLY IN 

FRONT OF THE TWO SNAKES WHI 

CH GUARD THE EXIT. "' '"THEY WILL 

KEEP MOVING (THE SPEED OF WHI 

CH THEY MOVE IS DETERMINED"' ' "BY 

SKILL LEVEL). YOU MUST PRESS'"' 
"*C TO CLUB THEM WHEN THEY FACE 

DOWNWARDS. YOU WILL SOON BE 

ON' THE NEXT SCREEN. IF YOU CL 

UB*""'THEM WHEN THEY ARE FACING 
'"'"UPWARD YOU LOOSE A LIFE." 
9680 PRINT : PRINT "LET THE FORC 

E BE WITH YOU ": PRINT : PR 

INT : PRINT INK 5; INVERSE 1 ; " 

PRESS ANY KEY 
9690 PAUSE 
9700 GO TO 9460 




1& 



By William Prew 

Yet another hippo game from the keyboard of young Mr Prew. 






10 
20 
30 
40 
50 
60 
65 
70 
80 
90 
100 
110 
120 
130 
140 
150 
160 
180 
210 
220 
230 
240 
250 
260 
270 
280 
290 
300 
310 
320 
330 
340 
350 
360 
370 
380 
390 
400 
410 
420 
430 
440 
450 
460 
470 
4B0 
490 
500 
510 
520 
530 
540 
550 
560 
570 
580 
590 
600 
610 
620 
630 
640 
650 
660 
670 



REM 'Hungry H' 
REM By William Prew 
REM October 1985 
REM <apr86> 

■ 

M0DE7 

PROCdefine 

PROCread 

*TV255 

IF FNask PROCload 

VDU23; 8202:0; 0;0; : CLS 

PROCinst 

M0DE5 

VDU23; 8202; 0; 0:0; 

VDU19,2,6;0;19,3,3;0; 

PROCchars 

REPEAT 

CLS 

key=TRUE 

PROCbefore 

REPEAT 

dead=FALSE 

over=FALSE 

PROCmain 

UNTIL over 

PROCwait(5000> 

M0DE7:PR0Ctable 

UNTIL FALSE 

DEFPROCmain 

REPEAT 

PROCvariables 

PROCscreen 

REPEAT 

PRQCcall 

UNTIL dead OR next 

IF dead PROCdead ELSE PROCnew 

UNTIL over 

ENDPROC 

: 

DEFPROCcal 1 

PROCwait* 150-50*1 evel) 

PROCharry 

IF dead ENDPROC 

PROCdog 

ENDPROC 

: 

DEFPROCvar i abl es 

energy=50+10»level 

next=FALSE 

FORal=0 TO 10 

F0Ra2=5 TO 15 

areatal ,a2)=0 

NEXT, 

d%-ll-.25#level 

IF d7.<0 dX=0 

xX=4:y7.=5 

dog (0,0) =9: dog (0,1) =14 

way*=rhi* 

IF score=0 NUM=20 

ENDPROC 

DEFPROCbefore 
score=0 
level^l 
hippos=3 




, 




680 

690 

700 

710 

720 

730 

740 

750 

760 

770 

780 

790 
up*) 

800 

810 
11 dog* 

820 FOR 

630 

B40 

850 

860 

870 
oodt 

880 

890 

900 

910 

920 

930 

940 

950 

960 

970 
=TRUE 

980 
FALSE 

990 

joystick 

1000 IF 

1010 IF 



ENDPROC 



DEFPROCscreen 

IF level>10 VDU19,2,2;0; 

CLS 

C0L0UR2 

PRINTTAB (6,0) "HUNGRY H" 

C0L0UR7 

PRINTTAB(0,2)"SCORE";score 

PRINTTAB (0,4) "LEVEL" ; level 

PRINTTAB (0,6) "STRENGTH"; energy 

PRINTTAB (11, 3) STRING* (hi ppos,rhi*+ 



PRINTTAB (x7.»2,yX»2) : way* 
PRINTTAB (dog (0,0) #2, dog (0, 1 )*2) 



TO NUM 



bu 



food=l 
REPEAT 

A=RND ( 7 ) +1 ; B=RND ( B) +5 
UNTIL area(A,B)=0 
PRINTTAB(A*2,B*2) ; 
IF level:- 10 PRINTplum* ELSE PRINTf 

area(A,B)=l 

NEXT 

ENDPROC 

■ 

DEFPROCharry 
mx7.=x/C:my7.=y7. 

IF INKEV-2 REPEAT UNTIL INKEY-1 
INKEY-17 THEN *FX210,1 

THEN *FX210 

AND key=FALSE THEN key 



IF 
IF 
IF 



INKEY-34 

INKEY-71 



IF INKEY-70 AND key=TRUE THEN key= 
IF key THEN PROCkeyboard ELSE PROC 



mx7.=x"X AND my7.=y7. ENDPROC 
mx7.=dog(0,0) AND my7.=dog (0, 1 ) d 



ead=TRUE: ENDPROC 



1020 
1030 
1040 
1050 
1060 
1070 
1080 
1090 
1100 
1110 
1120 
1130 
1140 
1150 
lhi* 
1160 

rhi* 
1170 

uhi* 
1180 

=dhi* 
1190 
1200 
1210 



energy=energy-l 

IF energy<10 SOUNDS, 3, 50, 1 

COLOUR7 

PRINTTAB (8,6) ; energy; " " 

IF energy=0 dead=TRUE: ENDPROC 

IF area(xX,y7.) = l PROCscore ( 10) 

PRINTTAB (mx'/.*2,my7.*2) ; spc* 

PRINTTAB (x7.*2,y7.*2) ; way* 

IF score=200*level next=TRUE 

ENDPROC 

DEFPROCkeyboard 

key=TRUE 

IF INKEY-66 AND xX>0 x7.=x7.-l : way*= 

IF INKEY-82 AND xV.<9 x7.=x7.+ l : way*= 

IF INKEY-57 AND y7->4 y7.=y7.-l : way*= 

y7.< 14 y7.=y7.+ l:way* 



IF INKEY-73 AND 



ENDPRQC 



DEFPROCjoystick 
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1220 
1230 
1240 
1250 

* 
1260 

* 
1270 

i* 
1280 

i* 
1290 
1300 
1310 
1320 
1330 
1340 
1350 
1360 
1370 
1380 
1390 



key=FALSE 
a7.=ADVAL(l)DIV256 
b7.=ADVAL(2)DIV256 
IF a7.>150 ANDx7.>0 



IF 



x7.=x7.-l:way*=lhi 
x7.=x7.+l:way*=rhi 
b%>150 AND y7.>4 y7.=y7.-l : way*-uh 
bV.<50 AND y7.<14 y7.=yX+l : way*=dh 



IF a'/.<50 AND *7.<9 



IF 



ENDPRQC 

■ 

DEFPROCscare(n) 

NUM=NUM-1 

S0UND3,2,55,1 

area (*7.,yX) =0: score=score+n 

C0L0UR7:FRINTTAB(5,2);score 

ENDPRQC 



DEFPROCdog 

IF dog(0,0>=x7. AND dog(0 f l)= y y. dea 
d= TRUE: ENDPROC 

1400 p7.=RND(10) 

1410 sx7.=dog(0,0> 

1420 sy7.=dog(0,l) 

1430 IF p7.<d7. ENDPRQC 

1440 IF ABS(dog(0,0)-x7.)>ABS(dog(0,l>-y 
%)..PROChorizontal ELSE PROCvertical 

1450 PRINTTAB(sx7.*2,sy7.»2>; 

1460 IF area(sxK,sy7.)=0 PRINTspc* ELSE 
IF area(sx7.,sy7,) = l AND leveKH PRINTfoo 
d* ELSE PRINTplum* 

1470 IF dog(0,0)=x7. AND dog(0,l)=y7. dea 
d=TRUE 



14B0 PRINTTAB(dog(0,0)*2,dog(0,l)*2);bu 
11 dog* 

1490 ENDPRQC • 

1500 : 

1510 DEFPRQChorizontal 

1520 dog (0,0) =dog (0,0) +SGN (x7.-dog (0,0) ) 

1530 ENDPROC 

1540 : 

1550 

1560 

1570 

1580 

1590 

1600 

1610 

1620 

1630 : 

1640 DEFPRQCdead 

1650 PRINTTAB(dog(0,0)»2,dag(0,l)#2);bu 
11 dog* 

1660 dead=FALSE 

1670 hippo5=hippos-l 

1680 PRINTTAB(ll,3)STRIN6*(hippos,rhi*+ 
up») ; spc* 

1690 FOR A=75 TO 55 STEP-1 

BOUNDS,!, A,l 

NEXT 

PROCwait (5000) 

IF hippos=0 over=TRUE 

IF 5core=200*level PROCnew 

ENDPROC 



DEFPROC vertical 

dog (0, 1 > =dog (0, 1 ) +SBN (y/.-dog (0,1)) 

ENDPROC 

DEFPROCwait (d) 
FORdelayX=lTQd 
NEXTdelayX 
ENDPROC 



1700 
1710 
1720 
1730 
1740 
1750 
1760 
1770 
1780 
1790 



DEFPROCnew 
FOR B=55 TO 75 
S0UND3,4,B,5 



STEP2 
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1800 NEXT 

1810 C0L0UR2 

1820 PRINTTAB (0, 16) SPC ( 19) ; TAB <0, 18) SPC 
(19) 

1830 PRINTTAB (0,17) "LEVEL ";level;" COM 
PLETED !" 

1840 level=level+l 

1850 PROCwait(5000) 

1860 NUM=20 

1B70 ENDPROC 

18B0 ; 

1890 DEFPROCdefine 

1900 VDU23, 224, St7D,8t83,8i9F,8tB3, 8(21,8,27, 
S,6F , St 7F 

1910 VDU23,225,S,BE,S(C1 ,StF9,S,CD,8tB4,8tE4, 
S,F6,S,FE 

1 920 VDU23 , 226 , StFC , S.FC , StFC , StFB , S,F7 , StEF , 
S,DF,8,7F 

1 930 VDU23 , 227 , S,3F , 8.3F , &3F , 8tDF , ScEF , S,F7 , 
StFB,8,FE 

1 940 VDU23 , 232 , S,3F , 8,3F , 8.CF , 8cCF , 8.FF , &FF , 
StFF, StFF 

1950 VDU23, 233, St30, 8,30, $tCC,StCC, StFF, 8«FF, 
StFF, StFF 

1 960 VDU23 , 234 , St3C , 8,3C , S.0F , S,0F , 8,03 , &03 , 
&0F , SrOF 

1 970 VDU23 , 235 , ?<0F , 8,0F , 8.FF , StFF , S,FC , StFC , 
StF0 , S-F0 

1 980 VDU23 , 236 , &0C , S,0C , 8,33 , 8:33 , StFF , StFF , 
S,FF,S,FF 

1 990 VDU23 , 237 , 8-FC , StFC , 8tF3 , StF3 , StFF , StFF , 
&FF,S,FF 

2000 VDU23 , 23B , StF0 , 8tF0 , &FF , StFF , 8t3F , 8.3F , 
&0F,S<0F 

201 VDU23 , 239 , St3C , S,3C , S,F0 , StF0 , S,C0 , 8-C0 , 
S-F0,S<F0 

2020 VDU23 , 240 , 8.03 , 8, 1 F , 8t0B , 8,08 , Sc08 , St7F , 
St3F , 8.2D 

2030 VDU23,241 ,StC0, S-FB, 8,10, 8*10 ,Stl0,S<FE, 
StFC , 8,84 

2040 VDU23 , 242 , 8,2D , St2D , 8(2 1 , S,2D , &2D , 8e2D , 
&3F , 8.FF 

2050 VDU23 , 243 , St BC , StBC , 8,84 , 8-BC , 8tBC , StBC , 
B,FC,StFF 

2060 VDU23 , 244 , 8-0F , 8<0F , St3F , S-3F , &CF , S,CF , 
8<3F,S<3F 

2070 VDU23 , 245 , &F0 , 8tF0 , StFC , StFC , S,3F , 8t3F , 
S,3F , St3F 

2080 VDU23 , 246 , 8.FF , 8-FF , StFF , 8«FF , StCF , 8.CF , 
St3F,St3F 

2090 VDU23 , 247 , 8t3F , &3F , 8tF3 , StF3 , S,C0 , StC0 , 
S-00,8.00 

21 00 VDU23 , 248 , S.3F , 8t3F , StCF , 8.CF , 8,FF , StFF , 
8-FF. StFF 

2110 VDU23, 249, 8,00, St00,StC0,SiC0,StF3,8(F3 f 
8c3F , S<3F 

2 1 20 VDU23 , 250 , 8<3F , St 3F , StCF , StCF , St3F , &3F , 
&0F , St0F 

2130 VDU23,251 ,St3F,St3F,S,3F,St3F,8(FC,8«FC, 
&F0,ltFB 

2140 VDU23,252,StiF,St00,St00,8(20,S«FF,S<CF, 
StCF,S,CF 

2 1 50 VDU23 , 253 , 8,00 , 8tC0 , 8,20 , St74 , SeFF , StFF , 
StFF , StFF 

2160 VDU23, 254, S,CF,8,E7,S,E7, 8,67, 8,73, StlF, 
8,07,6,01 

2170 VDU23, 255, S.FF,S<FF, StFF, S,FE,S,FE,8,F8, 
StE0,tt80 

2180 ENVELQPEl, 1,36, -36, 0,20, 20, 0,126,0 
,0,-126, 126,126 

21 90 ENVEL0PE2 ,1,-8, 0,1, 5, 2, 40, 61, -1,-1 
,-4,126, 126 

2200 ENVELOPES, 4, 90, -15, -15, 10,20,20, 12 
6,0,0,-126,126, 126 

2210 ENVEL0PE4,2, 12, -8,15,5,8, B, 0,0,0, - 
90, 126,0 

2220 ENVEL0PE5 ,1, 70, 6, 0,31, 10, 0,1 26, 0,0 



,-126,126,126 

2230 ENVEL0PE6 ,1,3, 0,0, 7, 7, 0,1 26, 0,0,-1 
26,126,126 

2240 bulldag*=CHR*17+CHR*l+CHR*224+CHR* 
225+CHR* 1 0+CHR*B+CHR*B+CHR*226+CHR*227 

2250 f ood*=CHR* 1 7+CHR*6+CHR*240+CHR*24 1 
+CHR* 1 0+CHR*8+CHR*8+CHR*242+CHR*243 

2260 p 1 um*=CHR* 1 7+CHR*6+CHR*252+CHR*253 
+CHR*10+CHR*8+CHR*8+CHR*254+CHR*255 

2270 spc*=CHR*32+CHR*32+CHR*10+CHR*B+CH 
R*8+CHR*32+CHR*32 

2280 dhi*=CHR*17+CHR*3+CHR*244+CHR*245+ 
CHR* 1 0+CHR*B+CHR*8+CHR*246+CHR*247 

2290 uh i *=CHR* 1 7+CHR*3+CHR*24B+CHR»249+ 
CHR*10+CHR*8+CHR*B+CHR*250+CHR*251 

2300 rhi *=CHR*17+CHR*3+CHR*236+CHR»237+ 
CHR* 1 0+CHR*B+CHR*8+CHR*23B+CHR*239 

2310 lhi*=CHR*17+CHR*3+CHR«232+CHR*233+ 
CHR*10+CHR*B+CHR*8+CHR*234+CHR*235 

2320 up*=CHR*9+CHR*ll 

2330 ENDPROC 

2340 s 

2350 DEFPROCtable 

2360 PROCammend 

2370 CLS 

2380 PRINTTAB(7,l)CHR*141CHR*134"Roll o 
•f Honour." 

2390 PRINTTAB(7,2)CHR*141CHR*134"Roll o 
i Honour. " ' ' 

2400 FORR=0TO7 

2410 VDU32, 32, 130, R+49, 46: PRINTTAB (3) CH 
R*135;sc(R)TAB(16) ; *(name+R*15> ' 

2420 NEXT 

2430 PRINTTAB(2,22)CHR*134"Do you wish 
to save the roll (Y/N) "; 

2440 REPEAT 

2450 ans=INSTR('*YyNn",GET*) 

2460 UNTILans 

2470 IF ans<3 PROCsave 

2480 PRINTTAB (2,22) CHR* 134 "Press the SP 
ACE BAR to replay. ";TAB(33,22> ; 

2490 REPEATUNTILGET=32 

2500 ENDPROC 

2510 : 

2520 DEFPROCsave 

2530 c=OPENOUT ( " ROLL " ) 

2540 PRINT#c,7 

2550 FOR S=0 TO 7 

2560 PRINT#c,sc(S) ,*(name+S»15) 

2570 NEXT 

25B0 CLOSE#c 

2590 ENDPROC 

2600 : 

2610 DEFPROCload 

2620 c=OPENUP("ROLL") 

2630 IF c=0 PRINTTAB(4,22)"Hall of fame 

file not present. "sCLOSE#0:PROCwait (500 
0) i ENDPROC 

2640 FOR K=0 TO 7 

2650 sc(K)=0:*(name+K»15)= Mn 

2660 NEXT 

2670 INPUT#c,K 

2680 FOR 1=0 TO 7 

2690 INPUT#c,sc(I) ,*(name+I*15) 

2700 NEXT 

2710 CLOSEWc 

2720 ENDPROC 

2730 : 

2740 DEFPROCammend 

2750 IF score<=sc(7) ENDPROC 

2760 FOR 1=7 TO STEP-1 

2770 IF score>sc(I) sc ( 1+1 ) =sc ( I ) : * (nam 
e+(I+l)*15)=*(name+I»15) :f ix=I 

2780 NEXT I 

2790 sc(f ix)=score 

2B00 PRINTTAB (10,2) CHR* 134 "WELL DONE !" 

2810 PRINTTAB(3,5)"YOUR SCORE IS LARGE 




ore: 

REHG 
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ENOUGH" 

2820 PRINTTAB(0,7)"TO QUALIFY FOR THE R 
DLL OF HONOUR ! " 

2B30 PRINTTAB<4,10)CHR*131"PLEASE ENTER 
YOUR NAME" 

2840 VDU31, 5, 12, 132,157, 135, 31,26,12,15 
6,31,9, 12:*FX15,1 
2850 !&900=name+fix*15 
2860 ?S<902=14 
2870 74.903-32 
2880 ?&-904=127 
2890 X7.=0:Y7.=&9:A7.=0 
2900 78,904=127: X7.=0: Y7.=&9: A7.=0 
2910 CALL&FFFl 
2920 ENDPROC 
2930 : 

2940 DEFFNask 
2950 S0UND3,5,35,5 

2960 PRINTTAB<0,5)CHR*134"Load A Roll 
-f Honour ? "j 

2970 REPEAT A=INSTR ( "YyNn" .GET*) 

UNTIL A 

IF A<3 =TRUE ELSE =FALSE 



2980 
2990 
3000 
3010 
3020 
e 150 
3030 
3040 
3050 
3060 
3070 
3080 
3090 
3100 
3110 

3120 
3130 
NT 

3140 PRINT"The object of this game is t 
o control a hungry hippo called Henr 
letta*. You must move around the screen 

collecting all of the hippo food before 

a bulldog catches you." 

3150 PRINT"You have a certain amount 



DEFPROCread 

DIM area(10,20),dog(0,l),sc<8),nam 

FOR fill=0 TO 7 STEP2 
FOR fill2=l TO 7 STEP2 

*(name+f ill#i5>="Computer Gamer" 
*<name+fill2*15>=".The No. 1 Mag." 
sc ( f i 1 1 > =3000-400*f ill 

sc (f iI12)=3000-400*f il!2 
NEXT, 

ENDPROC 

■ 
■ 

DEFPROCinst 
PR0Ccentre(CHR*129+"Hungry H") :PRI 



of strength per level. If you run out 
of strength you will lose one of your th 
ree lives. Each level the bulldog will 
speed up ! " ' 

3160 PR0Ccentre(CHR*134+"To control *H' 
use") 

3170 PRINT:PR0Ccentre(CHR*131+"A . . . Le 
ft S Right") 

3180 PR0Ccentre<CHR*131+"# ... Down C 
Up " > 

3190 PRINT: PROCcentre (CHR*134+"0ther co 
ntrols") 

3200 PRINT: PR0Ccentre<CHR*131+"CTRL ... 
Freeze SHIFT ... Continue") 

3210 PR0CcentreCCHR*131+"Q ... Sound Of 
f W Sound On") 

3220 PR0Ccentre<CHR*131+"K .. Joy to Ke 
ys J .. Keys to Joy") 

3230 PRINT:PR0Ccentre(CHR*136+"Press th 
e SPACEBAR to continue") 
3240 A=INKEY(3000) 
3250 ENDPROC 
3260 : 

3270 DEFPROCchars 

3280 COLOUR2:PRINTTAB(0,2) "CHARACTERS" 

3290 COLOURl:PRINTTAB(0,4):buHdoq*:" 
BULLDOG" 

3300 COLOUR3:PRINTTAB(0,B);food*;" HIPP 
FOOD" 

3310 COLOUR2:PRINTTAB(0,12);rhi*;" HENR 
IETTA" 

3320 COLOUR3:PRINTTAB<0,16);plum*;" PLU 

3330 C0L0UR2:PRINTTAB(2, 20) "PRESS THE" 
3340 PRINT-SPACEBAR TO PLAY" 
3350 REPEAT UNTIL GET=32 
3360 ENDPROC 
3370 : 

3380 DEFPROCcentre(A») 

3390 PRINTTAB(19-(LEN A*)/2)A* 
3400 ENDPROC 
> 
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This arcade game for the 
Spectrum 48K. 16K or + le 
written in pure machine code so 
the gamer can fully appreciate 
the arcade smooth colour hire- 
solution graphics this program 
produces on the Spectrum, us- 
ually only found In highly 
expensive cassette products. 

Using every technique 
possible a varieQr of screens, a_ 
myriad of alien life can be 
brought to you the reader In a 
program under half the sl26 of 
normal basic games. 

Using simulated two channel 
sound, and a combination of 
colour graphics ranging from a 
possible outstanding 256, this 
game represents extremely good 
value for money. 

The otflect of this game Is by 
keyboard or Kernpston Joystick 
to guide Merlin the Maniac 
Marauding Wizard (I couldn't 
thinkofanythingrythmlngwlth 
'M 1 ) around the five dangerous 
caverns to collect the total of 
fifteen golden keys of Drul- 
dragon IL 

You will be hindered by many 
monsters roaming the cavern 
platforms, created by the evil 





Hydedruldragon IV. This med- 
ieval alchemist will be 
constantly regenerating his 
monsters from within his caul- 
dron, crushing up the 
ingredients with a thud, thud* 
thud, to make more creatures 
and tarnish your reputation as a 
warlock of all warlocks. 

Dare you accept this quest, an 
old wizard like you? Or will you 
Just decline your position of 
being the head warlock of the 
amalgamation of Witches and 
Warlocks Corp? 

It's risky* real risky, jumping 
from lump of suspended rock to 
lump of suspended rock, ret- 
reiving key after key. "Only one 
more key, then back to the tele- 
porter, and rie materialise Into 
'Bandersnatch'. Hold on Tm 
losing my footing, Aaarrgghhl 
Look, it's a deadly disorientated 
flying bottle of fizzy pop — and 
it's pouring all over me. Quick, 
got to jump away, onto that 
elevator, only . , * 

To enter Merlin, first type In 
the hexloader and run it. You 
will not be prompted to enter the 
first set of hex data ( eight bytes 
to each Input, sixteen characters 
in all), from address 26000 to 
30384. When this is completed 
save it on cassette with — 



SAVE "CODEONE" 
CODE 36000,4384 
Now re-run the program 



U;'.: 



enter the second set of data 
1 residing in the same addresses ) 
and save it with — 
SAVE "CODETWO" CODE 34000 
& pressing ENTER, also rewind- 
ing the cassette. 

When CODEONE has loaded 
ENTER LOAD "CODETWO" CODE 
28384 

Now save the whole code In 
memoiy with — 
SAVE "MERLIN" 
CODE 34000,8768 
A loader should be put before the 
code as follows — 
10 BORDER 0: INK 0: PAPER 0: 
CLSiLOAD"" CODE: INK3 : CLS: 
RANDOMIZE USR 30950 
And saved with — SAVE 
"MERLIN" LINE 10 



Game features 

Level redeslgner 

One hundred percent machine 

code 

Colour, hiresolutlon pixel 

smooth graphics 

Nine or eight time capsules (due 

to teleport- life-loss) each having 

a duration 99 time units- When 

you have no time capsules left 

the game will restart 

Sideways elevators 

Pause feature (only present 

when Kempson control Is used. 

It is basically a secondary 

difficulty selector, where the 

game pauses whilst the joystick 

is depressed in a direction which 



by Juston Stalres 



is blocked). Pump action 
therefore is advisable for 
hovering or jumping left and 
rightwards. Kernpston com- 
patible joystick control — this 
doesn't have to be selected, the 
program automatically checks 
IN (31) for values 255 ff 56 
which won't be present If an 
Interface is connected As these 
values are for issue three 
machines the program sends out 
from port 57342 constantly. 
Keyboard control — using 
various substitutes In place of 
recommended keys 
Caps shift — Left, Caps + M - 
Up left 

Z — Right, Z + M - Up right 
NB Pump action is not necessary 
with keyboard as pause 
procedure is not called 
Maskable interrupt procedure 
service routine is not disabled, 
losing some speed, but with an 
added bonus of being able to 
include interrupt driven sub- 
routines In conjuction with 
'Merlin* le, another sprite 
routlno music/tune subroutine, 
another joystick controller 
program the new program could 
be placed In say the printer 
buffer In 16K machines. 
Technical notes — Merlins 
resides from Address 24000 — 
32767 

Joystick flags — Left 26569, 
Right 26568 — set to 1 if moving 
in that direction. 
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COMPUTER GAMER SEPTEMBER 1986 



10 PfiN Merlin4bystaines 

11 DEF FN iMaJ> = (C0DE a*-48-< 
9 AND alii' "9" ' ' " 16+CODE a* (2) 
4S-(39 AND a*<2) "9"> 

30 LET :» =300001 FOR a=100 TO : 
00 BTEP 10s READ a* 

40 FOR h-0 TO 79 

50 LEI -=FN lad 0*2+1 TO b*2H 
2)>: POKE ■:.-: LET =; «- 1 : NEXT t 
: NEXT a 

60 SAVE "msrl"CQDt 50000,1066 
100 DATA "0105641/ '100101644*1 
OlOOlOlBca/l ■' 19689)' 

a2f 10lOG10l3c5710I 01 11788*101 i 
1015a69101001018c4710 10010150871 

iaSatoiOOl i >i tc44101001010 
I0030BO BOOi ■ 

110 DATA M c3336821b45f7c3234647 

-3564c921c65f7c3234647 ! . 3564c 

921dB5f 7c3234647d323564c921ea5f 7 

c3234647d323364c921-fc! i 1647 

■ ■■•■.'• acc67-fe012Bhd3acc67*e0 

22Bc23acc67t 

DATA "28c73accfi7'fB042Bcc3ac 
e67fe052adlc93e*73;7bSe^ 7c5 

c211 5Z3c5c06207ed7: 51 fb" 

3B5ecd04 "i 

7\ ■■ L060 [i "... eS< Ea01 £> i '■ i 
I603al060473el6" 
130 DATA u d73a0e60d73a0f60d 

03c S2< F6Oi0e93all6O320f6 
I5e20bcc9002l68 
■•■i- ■ ■ ■ i I I '6732cc6" ■■! ■ 

.6732cB67 --■-!-.; 52956* I 

: . cd6732" 
"WO DATA "c + 67c9tf67c967cti 

I !■:■-! J2 -~*5cc9cdec68cdl 
l69cd4*6cc'J i dla6at=93i . 3-f 3 

010600; 10B671 ! 12 'i ahO ii 

. I27b5i .-dbr.cn-.. '1 ! »5l Bfl cc9Q 

5afdbfefebe: i 

ISO DATA "3e0132cB67aH c967184 
4a-fdb*efebdi 2c af . 

B67c3b9693ac8* fe i.. . - 
85c 0867b 7cB3*cB67'f«i • ' 

■ (14e6ccdec683* !d32383 

Cb720dec93a0d67" 

160 DATA M *eOd B< -' '■<■■■ d a ' i '." 
d67cd4e6clBbc3e093. u d67cd4 



«6clBaf3ac967*BOlc23a7D3e0B 



' 



isa 



i <_.fcf c83ac967f e' i 
l !4e6icdec683a7.Bt. 
cb720ddc'v i0d67" 

'O DATA "+eQ5280d3e053. • ". 

d67cd4B6clBbb3e0132 • d67cd4 

•6i: IBaoofdb+eKeb 9i ifdbtfrfeb 

nc*- 5 : ?67d6i'»; 

*cdcd6B3a395cJ- ■■ ! .".. 967d61 

04 Ja0867c6O+4f" 

DATA "cdcdil 5i d601 V. "86 

■ 'cdec68cdib6»ed ■ cd9*6*ed»4; 
Qcd096f cd*d6 ■■ 'i b u dl 
•II., > ' ..■■:!... 

-.B64b 7 ; I -?64b7' ■ 

0967i ■ ■ ■■ - 

190 DATA "323964af 32c9673b0132c 
B67- dec68cdlb6ecd3c/3c 
fl9a6fCde4 I I096H <*u8to/b7cala6ac 
1 i ■-■■■ B67b7cc I _ ■ ■ 

iitcd676 
93a09673c 7-20967" 

.'ATA "cdec68cd9ffec3a?d64* 

a39643d - -64b 

'2 ■ »de 5466b3e04 52 59643e01 :. c967a 

0d67cdsc6Bedlb6eed3 

Icd9a6fcd»47i i 10961 <367*ea*c 

ala6acd4(?ir/:ac9" 

* ) DATA "67b7ccla6a3ac967b7ca9 
96c--< __:d64cd9f6< icdb 

9693A09673 .-, 'cdecei8cd9f &c i 

d641 ■ ' ■ B3a096 '3i i39643d3 

764209dc3a-f6bcd»c6Bcd4i .--86 
7b7ccla6a3ac867" 

20 DATA "b '.. ■ ■ . cdlb6«c'J (c 
d9a6*Cd»470cd" • ■ i 
16bc93fl3764b7c B64b 7c 83*096 

d3209673a0B67b7cala6ard6769c;46e 1 
! ^4b7 > cB3a3764b7cB3a006 7 5d 1 

9673*OB67b7cala" 



10 REM Merin5bystai nes 

11 DEF FN x(a*)=(CODE a*-4B-(3 
9 AND aJ<l> . "9"> >*16-*C0DE a*(2>- 
4B-<39 AND a*(2) ,-"9") 

LET OOOl FDR a* 100 TO - 

OO STEP lOs READ *i 
40 FDR b=0 TO 79 

ill z»FN »(»*(b*2*I TD b*2+ 
2)>( POKE ;:,:-. LET x-x + 1: NEXT b 
: NEXT a 

60 SAVE "merl"CQDE 5000,1066 
100 DATA "6acd6769c3466bcdec6Bc 
d4e6c 3a c 96 7b 7c c 1 a6a3ac967b7ca996 
Ccdlb6ecd3c73cd9a6fcde4?0cd096fc 
ded69cddc6bcd-fb6bc93a3764b7cB3a3 
864b7c83ao9673d3209673a0B67teefc 
alafcacdb969c3af" 

110 DATA "6b3a3B64b7cB3a3764b7c 
83a09673d3209673a0867f eef c a 1 abac 
db969c3a+6b3a0967323a643el0323c6 
fl t0867c611'fl + 3a3a6447cdcd683a395 
c20123a3a64 id &23*643a3e643d323c6 
4b/20ddc9a*32c9" 

120 DATA »67c93ac967+ii01ccU6c3 
aL-9h7fe01c45f6cc93a«>96732Ta64 • 
0323c643a0867d6034+3a3a6447cdcd6 
83a395c 2* • 1 23a3a643d323a643a3i:643 
dr.23c64b720ddc9a*32c867cv_v-i ] . . 
B67c93e0132c967" 
130 DATA "c93aOB673d323b643el23 
■ *i ■ b644f3a09673c'17cdcd6Bl 
95c . . -. " !■ 43i SI Sb643a3c643d V. 
C64b720dec93e05323d643ac:867f eOlc 
c466b3ac967+eOlccaf 6bc9fp01cuab6 
bc93b'li '67 fo" 

14n DATA "0lccb46bc9003e00327b5 
C3e67327c5c3e0832347+32357f3e013 
236 '• . '7fcd51bd7n32b05c7d-.2bi'_ 
cSoO - - _ ( 56c7a32327i ^2bOSe 

2bl5c7( " [7-Fcd3»7*3ah05i I '3ablS 
c6f .:-■■■ ~d" 

150 DATA "32bl5c3af 56c3d32*5f 

eO020d0c93acc67'feO129ld3acc67fe0 

22fc: -c67fe032Bl73acc67(eu42Bl 

.cc67*t»052811c921B96d(;92l8^rlr 

: 956dc 92 1 9b6dc 92 1 a 1 6dc9704O. 

825BBlO8t403**B" 

160 DATA "61a06el0bB+64l<^ 
fd261 004 '. ■ F647006666< 1. 1 i :•■ ■■ ■ 
27bSc3»6d327c5c3»0032327< I !0 
S47f3o01 32 "'""t 523674 
77f Cd3e7f3a7b5ccb02327bf- .■ 
:337*cd3e7f3a" 
170 DATA "a86dcb"r . ?86d3aa96dc 
bl - --j96dc90067326e<J800ulO' 
00 1 0000000 LOli ".'" 1 000 1 OOOi ".'i Oil 
00100 10010100001 14a U13i 
■ »l0600»db0cd3»7f3*f76d673a*86d6 
fcd4e6ecd956e^: 
180 DATA "7c32+76d7d32f B6dcdba6 
Bfb6d3d32fb6db7c3005b3af96d4 - 
af afedlt Je*e322B26?^ ■ 
1281003Oa*e0128! ; " •96d7''..i 

a6dc9c327 79001 Beac3447900ia©aa*0 
■ ■ -.'j/b" 
190 DATA "6e3e010203af020bc:.- • 
• • -:O80S:.a377f*e''M 
eOl . F01O5O0O977c93eO532377fO 

10500097 C«3 : .7c^cU7ia7b5c5feS-[" 
000197c T.27c5c7,! :.27b3c»l c90 1 05001 1 
977c93e0532377f " 

200 DATA "0105000977c93a7c5c573 
a7bSc5f B521 4000197c 327c5c7d327b5 
colc9327c5c7d327b3celc9B69B00000 
>'»672c 3e0032056* 1B0500000000003»0 
- J066*cd0d751106007c32076+7cr 
B6+ 7e3d32026f 23" 

210 DATA "7e2b3c32036f3el032046 
fcd6c6*3el032046+3a026*c61 1 . 
f3a036fc61" bf cd6c6f 1 1060 

76f673a086f6tl93a066f3d32066*fe0 
020b5c93a026f4*3a036*3d32036f47c 
dcd683a395c200c" 

20 DATA "3a046f r-d32046f-fe0020e 

lc93ef 4 3205c! lBsdOOQOOOOOOOf * 73c 

i '7021936t3ab05c573abl5cd6065-f 1 

v; -7f I3la32337f Ibc97ec81s3^327 

+ d604f 53a976+fe01204bH4f3a986f* 

*f f 284*131 a3233" 



10 REM Merlinftbystaineii 

11 DEF FN x<a*>=(CODE a* -48- (3 
9 AND a*( 1> , "9"> >*16+C0DE a*(2»- 
4B-<-9 AND a*(2) "9") 

30 LET K-3O0OO1 FOR a- 100 TO 3 
00 9TEP lO: READ a* 
40 FOR b=0 TD 79 

50 LET z-FN x(a*(b«2+l TO b*2+ 
2)>i POKE x, = : LET it-M-t-lt NEXT b 
3 NEXT a 

60 SAVE "merl"CODE 30000,1066 
100 DATA "7fd60O47e3cdcd6Bel3a3 
95cfe01 caf 06fl3233a966*3d32966fc 
2b56*c93e0832347*32357f 3*0132377 
#3e0232367f3a996f3c32996f3e0177c 
d3*»7fc93e*f329B6fc3c56*3elOB14f c 
3c»6*3e0032986*" 

110 DATA "Cd9d643»0132976f 3e033 

2966fcdb56*cd9d6+3e0032976f3e003 

2996f3eO332966fcdb56fc9O00000000 

OOOOOOOOOOOOOOOOOOOOOOOOOOOOO 

'00000000000000000000000000000 

OOOOOOOOOOOOOOO " 

120 DATA "000000000000000000000 

'lOOOOOOOOOOOOO'"'. m-.ooooooooooo 

» 1001 KnIiOOOOOOOOOOOOOOOOOOOOOOOOO 

■ '■ ''i'"<uOOOOOOOOOOOOOOOOOO 

'"^i^.MiOOOOOOOOOOOOOOOOOOO 

OOOOOOOOOOOOOOO" 

130 DATA "00000' MDOOOOOOOOOOO 

OOOOOOOOOOOOOOOOOOOOOOOOOOOOOO'J'.- 
*.'tXicde9701B423al4713d321471b7c03 
_'T2147l3ac + 673d32c-f67*et*2B01c 
93«0932c*673acd673d32cd67feff2B0 
2c90B3e0932cd67" 

14o DATA "32cf 673e053214713acb6 
7b7c83d32cb67cdSc76cdac6dcd5c7cc 
dBB77c9f.O0000O00000000000O0O0O0O 
0000000030300000O0'.».»".'t.'lBlBlB181 
.'181 B666666000400033o033284 5c3 
e 1 6d73eOOd 73el 2 " 

150 DATA "d73acb67c630d70606117 
47221 !8003acc673db72B0719eb21 1B0 
01BfSla6-f 131a67131al3325c711a325 
-i "" 1 3a5c 7 177233a5d7 1 3d325d7 1 b72BO 
. 1 8e f 1 3 1 0dd3«5*7 1 f e07280B3c325e7 
Icd+373c93e0232" 

160 DATA "5e711B*506Oc 183060007 
c«ec6c6c6c6fe7cl8387BlB181Bfefe7 
I:*e067e*cc0<pfe7cfec61clec6fe7cl 
C3c7cecccfe*elc(etec0fc1 : e06fe7c7 
cfcc0fcfBc6fe7cfe4p060cl830303O7 
C*ec67cfec6fe7c" 
170 DATA "7cf Bc6fe7e06fef C00003 

.*L)003O306O0OO0O 

c 1 830 1 BOe0OQ0p03«3e003e3eO0O0OO3 
OlBOclB30OO7cft?celcia0OlB183cfBd 
d6dBc0*e7©7c*ec6c6+eTec6c6fi:fec6 
fctec6+efc7c-fe" 

1BO DATA "s6c0c0B6e7c<8+ccBc6c6 
i I •: fSfnf Bc0fcc55B02062cS9420897 
»0308aBS94106»BS904064u^a1 .:OSa 
5804iO«23B0304 -"30e9a590104ca 

59020d405aO420Bb580208*85Q04o541 
>S07a659030B" 
190 DATA ,, 185a42O74O5a012Oc65BO 
c0*39590405BO590cO2B*390207e7590 
4OS405a032O«63B01 1 440B903025»390 
302c0590202de5904O24O5aO1203i^ I 
1 I 'C6c6c6c6c6c6+ B?cc6c6c6c6c6ee7 
C38c6u6c6c6c6d6" 

200 DATA "fff6cc3e77B:.c3c7Be7c38 
6cefc783O30 F«*»lc3870eO*ef bO 

•-».'e08t'80BOBOeOOOOCi04020100B04000 
O70 1 1 (HO 1 07O0O00 1O3B543f?00323c 5 
ccd^*713i-16d73eO0d73Bled73acf67c 
63Od73el6d73e0o" 

210 DATA , 'd73»ldd73acd67c630d7 5 
acc67fe04cae4733a9".6f 473*946*804 
f 3a956f 8 1 32c a673a487 1 473aca67B03 
2ca673Bl6d73aO0d73BOad73aca67c63 
Od73^056*1 : etf2BlBc906ffdbfeT.24a7 
d3fB3«10d3" 

;'ATA "fel<:'f63.,.4a71d3*©c9061 

"-i- 5BO2d3fB3»12d3f»10*6cll0* 

oOOd3fB3elOd3*e3e0032056f T.acb6 

Z*eOU2Bc23d32cb673B0032056f 18b73 

■ *16d73i><X'd7":.e07d73B31d7c36a733a4 

97Hef*c83acc67" 



no 



COMPUTER GAMER SEPTEMBBR 1066 



SPECTRUM 



10 REM Merlin7bystalneB 

11 DEF FN - <a*>=<CODE a*-4B-(3 
9 AND a*<] > >"9") JM6+CODE a*<2>- 
48- (39 AND a* (2* "9"> 

30 LEI =30000 i FOR a=100 TO 3 

00 STEP 10; READ a* 
4" FOR b^O TO 79 

50 LET s«FN x(a*tb»2+l TO b*2+ 
2)): POKE X,2! LET K=K+1| NEXT b 

1 NEXT a 

60 SAVE "merl'XDDE 30000,1066 
100 DATA "* e01281d3acc67**022Bl 
*3acc67f e0328213acc67*t?042B233at 
c 67fe052825c93e0032487 132497 lc93 
■0 S24871 r'l^71c93e0632487132497 
1 c93»00324B71 32497 1 c93eG3324B7 1 3 
2497lc93e0332*b" 

110 DATA "6d3acc67*e012812*e022 
82*fi?03284c*e042B69fe05caec74c93 
#92327b5c3e60327c5c210»677c32f76 
d7d32fB6d01*c6d7B32f96d7932fa6dc 
93t?52327bbc3e61327c5c2120677c32* 
76d7d32*B6d0102" 

D DATA "6e7B32*96d7932fa6dc93 
->27b5c3e62327c5c2132677c32*76 
d7U32fB6d010B6»7B32*96d7932f a6dc 
93ed2327b5c3e62327c3c2144677c32* 
76d7d32*86d01Qe6e7B32*96d7932*a6 
dc93e92327b3c3e" 

DATA "62327cSc2156677c32+76 
d7d32fB6d010a6&7B32*96d7932fa6dc 
93acc67*e0128U*€?022BllfeO328ll* 
e042811f©032811c9210e67c921 2067c 
9213267c9214467c9215667c900dblf f 

_8+e3Bc8dblf" 
•*40 DATA *'cb47c22b69cb4f c21869c 
ooooooOOOOu OOOO 0000 

OOO* ' f M 'OOOOOOOOOOOOOOOOOO" 

OOOi >0000000dblfffrf-fnBf«3BcBd 
I f fel Icad26a*el2ca5»6ac9000000" 
'ad37" 

itio DATA "01a3b a 103301 Ja0770 

19fac6237016170c934021eca007f*e5 

5542«*a7f feoooOO 00000000000 

OOOi 000000000000000000000 

oooooc OOOOOOOOOOOOOOOO 

OOOOOOOOOO" 

160 DATA "OOOOOOOOOOOOOOOOOOOOO 
UOOOOOOOOOOOOOOOOO" 
OOOOQOOOOOOOOOOOOOOOOOOOOOOOOft 
5000CK" OOOOOOOOOOOOOOOOOOOOO 

tOOQOOOi kOOOOOOOOOOOOOO 
^000000000000 " 
170 DATA "00000000000 
0000( OOOOOOi ODOOOOOO* 

>03eae327b5c3e75327 
<~d6c761B" acc67**0lcc8976* 

e02cc8d76fe03cc9176*e04cc9576*eO 
5cc9976c9219475" 

DATA H c9219975c9219e75c92la 
>c921»B73c97©32327*237e32337f3 

47*3e0432357*328*3c3e01^27 
f :»2377fcd3&7fcd6c7623237efeiM. 
'"*e02280bc9:::/e2b2b2bbe2BOe35c 
923 F e2b2b2b2' 

190 DATA +, be280634c9232334c9232 
335c90t OOOOOOOOOOOOOOOO 

000 OOOOOOOOOOOOOOOOOOOOO 

00000000000 
00000 OOOOOOOOOOOOOOOOOOf 31 105032 
23a48Sclflf 1 

200 DATA ,, 0e*eMl0ed794310f©232 
' 1 *41dl520e8fbc900003c42bdalalbd4 
._ _"c 00000000000000000000000000000 

OOOOOOOOOC OOOOOOOOOOOOOOOO 

OOOOOUOOOOOOOOOOOOOOOGOOOOoOOOOO 
000000000000000" 

Z10 DATA " 0000000000002 1005B062 
0377231 Of cc900&Q00ifr323cScll2 

00Q3acc674721a67719l 120001 Of a3el 
6d73*15d7a*d77ed7233a66783d32667 
B20*43tf2021667B77c9204c4 14952204 
f 46205440452056'* 

220 DATA "414d50495243204d55534 
B524f4*4d53202020202020202020202 
04*52494*4e5320524356454e4745202 
0202C^TCo20202020202020202020202 
020424 14»444552534e4 154434820202 
202020202020" 



'9") 
FOR a=100 TO 3 



3 REM herlinSbystaine* 
11 DEF FN x<a±)=<CODE d*-4B-<3 
9 AND ar(l) : "9" > ) #16+CDDE **(2) 
4B (39 AND a*<2> 
30 LET x=30000i 

00 STEP 10: READ a» 
40 FOR b-0 TQ 79 

50 LET z»FN *(a*(b*2+l TO b*2+ 
2)>i POKE K,ZI LET x-x+1: NEX I b 
: NEXT a 

60 SAVE "merl"CODf K .1066 

10O DATA "202020202020202020205 
943204* 4c4445204 24*5245202^ 

02020202O2O2O2O::> '20202020209 

44B45- 104 >U554c44524Mi?202O2O202 
02020202 uO0O3eO0322677 3euf : 

/73e02322977" 
110 DATA "3elc323c77cd24773e* 
226773e033227773eld323c77cd2477c 
9000000 OOOOOOOOOOOOOOOOOOOOO 

OOOi i 000000001 ■ 

t00OOQO00< ^OOOOOOOOOOOOOOOO 

■ h tOOOOOOOQi i 
120 DATA "OOOOOOOOOOOOOOOOOOOOO 

■OOuuOOOOOOOOO 

0cd0c79td9a6Bcd7c5bcdel66cd977 

7c32c7e000001f ed*a*ed79cddc683ac 

b67b7cae678l8e93e5c32375c3i"c0323 

65c 3e313?b25c3* " 

130 DATA "7f32b35ccd6bOdcd7679c 
97rti6027 ^dScd3e7f dlcli? 

17f?fe32ca/96ed60r77 ( i:796ec97ec6O 
27732327*©3c5d5cd3e7fdlclel7efea 
6ca7<&ef:60277c 37f6©3e643227773e* 

1 >229773»lc323c" 

140 DATA "77cd2477cd6bOdc9 H .t 

C5c21<*b793el4d73e01d7;,ei6d73e0ad 

: 09d77ed 72 5e I 4d73e01d73abB79^ 

Od -. 1 h87977cddelScda 

f Ode 93 1353332041 4e59204b45590 

|i 002O2O2O2f>20 h 

150 DATA "20202020202 20afd 

b*e*eae2G0ea*dbl**e040OOuQO3el5d 
■>a*d7c9a*323c3c3ef7327b5c3e6632 7 
c5c3eOa32977a329S7aaf dbf ef etit- i 
*7a*ebdcc497a*ebbcc547a*eb7cc667 
a3el5d73e01d73e" 
160 DATA " 16d73a9B7ad73a977ad73 
d73el5d73e01d73el6d73o9B7ad73 
*977ad73©2bd7**db*t Fg rfrff 101 

I 10b33a977ab7^ '.?977af 

elfc8 7ac93a9B7a*E?< 

29B7ac93*11329B" 

17Q DATA "7ac93a997a*»f*28073&* 
t I2997ai804*1 12997a Jel5d7»f d73el 
6d73a9B7ad73a97/ad73a997af m( f I 
r90d7c93©20d7c9 O0a003aO967 
20967cdec69cd9f 6c3a3d64f e05cB3aO 
96 73c 320967 3a09" 
1B0 Ttftl(\ "6 ^0967cd*c6Bcd9f6 

93d64fa05cB3a0967 3209A7c93a0 
967" ". 9fa7cdec68cd^i 
5cB3a0965 5c320967 Sa09< 120967c 

dec6Bcd9f 6c3a3d64-f ©05c83a0967 
67c9afed79af " 
190 DATA H d3fe06ffdbfafeb52809f 
eb4282210#4c3697Ba73ef+dd21004i.M 

.■3f cdi:204«73ef fdd21bc7T 11 
dc204c3697P fi ] _ . l 4011b;' I 

b05373ef fdd21bc7f 1 14400cd5&>' 
3697B23202320; 
200 DATA 1020202023: '23202 

■>2023: 
0202 '231 : :202 

232020202022 
S202 
2323; 1232020* 

21' DATA "202 

2020202 1020-2021 '^02 
020202020202020 

>2o; o: ■ ■ ■. 020: 

020: 020: 020202021 

0; . 2020: 

1 DATA 

". 2020; 202020; i 

.... 0202020; 

02021 ■ 202^ 04; i9I 4a55S3! 
.-441 494e4 3 



10 REM Merlin9bystalnff* 

11 DEF FN K(a*)=<CODE a*-4B-f3 
9 AND a*<l> "9") >*16+C0DE a*(2>- 
48-(39 AND a*(2)> H 9"> 

30 LET n=3O0OOi FOR a»100 TQ 3 
QO STEP 10: READ a* 
40 FDR b=0 TO 79 

50 LET z=FN :t(a*(b*2+l TO b*24 
2>)i POKE «,z: LET «»»+!: NEXT b 
; NEXT a 

60 SAVE n aterl"CODE 30 ,1066 

100 DATA "332029432920202020; 
>cdc979cd9c7cc90^. 00000' 

ooooooooooooooo*; OOOOOOOOO 

oo<: 0OO00OO0O00000000<. 

OOOOOOOOOOOOOOOOOOC '00000000 

000af01fedfed79" 

110 DATA * < 181+o0dcbAe3a4dcTadcB 
edc848ebadc6c6B687BBc5&6B687B8c8 
cBc7B68f<7cbadbfefeaf2B523aa47cf 
e-f f c83ac 17c473ac27c4f 1 I0f00af670 
a6*010000alcdb5033acl7c473ac27 C 4 
*0afeff2Blr0379" 

120 DATA "32cl7c7932c27c06l03el 
i k d3f v3e00d3f ©10f601 *ed+cdu47bc90 
1 a57c7B32c 1 7c 7932c 27c 1 B#03aa47c f 
ef f2BO5fe0O2807c93BOO32a47cc93e* 
*32a47cc90000000000000000<:>000000 
000000000000000 " 

130 DATA u OOOOOOOOOOOOOOOOOOOOO 

OOOOOOOOOOOOOOOOOO »0OO 

OOOOOOOOOOOOOOOOOOOOO 
0O0000OO0OO0000000OO0OO<:>' '0000000 
0000000000000- -OOOOOOOO 

000000000000000 " 

140 DATA "000000 -ijOOOO 

oooooooooooooooooooooooooocn 

OOOOOOOOOOOOOOOO^ ooooooooooooo 

000000000000000^ iOOOOOOC 

OOOOOOOOOOOOOOOOOOf i . 

ooooooooooooo* 

150 DATA "OOOOOOOOOOOOOOOO* OOOO 
0000000000000000000 
b024d0O5c60S244dbO24d00O60O632da 
c450Oc6be22d068dO68IO6^346ia346a3 
46a346a346^346a3^i>867b7c2fa783aO 
967* ©31c2fa7B3a" 

160 DATA H 936*b7ca*a783a946*b7c 
afa783*956fb7ca*a7r ; H00O33 

©0177230b7Bbl20f73e643226773e643 
227773^3 J229773elc . '7cd2A , 
dafOda* 32936* 3294t* 32956f 3acc67* 
o05cae6783c32cc" 

170 DATA M 67c3ec7Bc9550808d06Bd 
068106*346**346a346a ! q b« J I6a3 

46a346a346a346a346a346a346a346a3 
46a346a346^ . 46a346a346adb024 

d00db02db024d000 B^B5c03d 

i i Id ■ Ib024d00 ' 

ISO D^iA "6O58S002»O57dbO24d00 

7D000OOec5a5c07*3Odc*0be45OceObp 

5501c 17dc0ace0beb5Ol 61 7rJr.uad71Bb 

13 Fl Odb024d00dl 4d00dn5a2 

4O0db5a4c07c05771Oef 30d21 17c61e5 
8**7611 _>» 

190 DATA "002110010101000001010 
000dd2ab25cdd232a7b5cdd t - ' dcb2 

5cbl 19ebdd4e00dd4fculdd7 

©03f5c5dd7o02dd7 7O6cdaa22dd77- 

U dd770Bd5eScddb0b»l I 
lddcb044620i 15 »1 ' 

DATA * l 00001805eb46234eebdd3 
60908dd360a097edd3f- 309i *7dd 

Add350720f 7cb21ch I017dd350add 

50a»280607dd ; Ftf77cH 

1 ' Ijc9dd JdcbO446280 

4»b231B25dd3508" 

210 DATA (t 20ccdd35 
m2Gi /e5*5cildbubf leldldd 
80Bdd36<.»7O| I8994eebdd3609081G-i 


■ >ooot 

000 "000" 

220 DATA " 300 

■ ■ 1 iOOO ■ ' ■ 1 ■ 

■OO0OOO00' ■" ■ ■ 

'■ 

■ ■ ■ '. 

0000 
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By Scott Carey 

Arrowshot is a game similar to 
darts, though the board is only 
numbered from 1 to 19 and is 
without doubles, triples and a 
bullseye. The game can be played 
either against a friend or the 
computer. Each player has three 
throws at the board and then It is 
his opponent's turn If after 100 
throws no one has thrown a 
score of 90 then the contest is 
declared a draw. The first person 
to reach 99 is the winner. Game 
and key instructions are sup- 
plied in the game. 



10 SYMBOL AFTER 122:SYMB0L 123,0,0,255,2 

55 , 255 , 255 ,0,0: SYMBOL 1 25 , O , , , 255 , 255 , 

0,0,0 

20 M*=" DO YOU WISH TO PLAY THE COMPUTER 
AY/Nu » 

30 PL=0:X=1: WINDOW 1 ,40, 1 ,25: MODE laINK 

0,2:PAPER 0: INK 1,26: PEN 1 : BORDER 1:CLS: 

BOSUB 830: PRINT" ARROWSHOT (C) S 

COTT CAREY 19B5 "; 

40 60SUB 840: INK 2,6:PAPER 2:WIND0W 1,40 

,4,25:CLS 

The -first competitor to 
be the winner. The game s 
99. Each Competitor has 
throwing their arrows be 
player takes their turn. 



on until someone wins the mate 
contest has not been decided a 
throws, the bout is scored a No 



50 PRINT:PRINT' 
reach nil will 
core starts at 
three turns at 
fore the other 
This then goes 
60 PRINT' 
h-lf the 
fter 100 

Contest 
70 PAPER 0: PRINT: PRINT" Keys : K Sc L Key 
s - UP : No key - DOWN ": PAPER 2sQ0SUB 8 
30»WIND0W 1,40,17,25:CLS:PRINT:BOSUB 840 
:WIND0W 1,40,19,25: INK 3,1: PAPER 3:CLS 
80 WINDOW 1,40,1,25 

90 GOSUB 850iA*=INKEY#:A*=UPPER*(A*>: IF 
a$="Y M THEN PL-1 
100 IF A*«"N" THEN PL=2 
110 IF PL=0 THEN 90 

120 M*»" PRESS THE C KEY TO CONTINUE T 
HE GAME •': SOUND 2 , 400 , 1 5 , 7 : SOUND 2,500,1 
5,7:SOUND 2,0,400,0 
130 BOSUB 850:A*=INKEY*:A*-UPPER*(A*>i IF 

A*<>"C" THEN 130 

140 SOUND 1 ,400,15,7:B0UND 1,500,15,7 

150 P=99:P1=99:B=0:DIM S(20) 

160 A=INT<19»RND(1) >+l:IF S(A)*0 THEN B= 

B+ltS(A)-B 

170 IF B<19 THEN 160 

180 H#="PLAYER *lu Throws" :R*-H* 

190 T-T+liIF (T=4>*(PL=2) THEN R*="PLAYE 

R A2u Throws": GOSUB 610 

200 IF <T=4>*(PL<>2> THEN R*= " COMPUTER 'S 

Throws":BOSUB 610 
210 IF T=7 THEN T=l : R*=H«: BOSUB 610 
220 FOR N«=0 TO 30: A*=INKEY*: A*=" " :NEXT 
230 BOSUB 470: PEN 1 : PAPER 2s LOCATE 4,13: 
PRINT" ":L0CATE 9,13:PRINT" ":X=»10:Y=13 
240 IF T<4 THEN DX=DX+1 
250 IF T>3 THEN DZ=DZ+1 
260 IF DZ>98 THEN 650 
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270 IF (PL<>2)*(T>3> THEN 670 
280 Xl=X:Yl=Y:A*«INKEY*:A*=UPPER*(A*)iIF 
(A*<>"K")»(A*<>"L") THEN Y=Y+liG0T0 300 
290 Y-Y-l 

300 X=X+1:L0CATE X1,Y1:PRINT" " : LOCA 
TE X,Y:PRINT CHR*( 123) CHR* ( 123)CHR* ( 123) 
CHR*(123)CHR*(125):IF X<=32 THEN 340 
310 IF (Y=24)+(Y-4) THEN 420 

SOUND 1,X*10,1,7:S0UND 2,X*50,1,6 

GOTO 280 

FOR X=0 TO 2000: NEXT 
IF (T<4)*(S(Y-4)>P) THEN 440 
IF (T>3)»(S(Y-4)>P1> THEN 440 
IF T<4 THEN P=P-S (Y-4) :GOTO 390 
Pl»Pl-S(Y-4) 

IF P=«0 THEN X=DX:GOTO 630 
IF P1=0 THEN X=DZ:GOTO 630 
GOTO 190 

GOSUB 810:PRINT"COMPLETELEY MISSED" 
GOSUB 800: GOTO 190 

GOSUB 810:PRINT"P0INTS OVER SCORED" 
GOSUB 800 
GOTO 390 

BORDER 13: INK 3,26:PEN 3: INK 0,18:PA 
0:WINDOW 1,40,1, 25: CLS: GOSUB B30: INK 
1,0: PEN 1: PR I NT" MATCH INFORMATION ":L0 

CATE 20,2:PRINT": "R*:PEN 3:G0SUB 840:WI 

NDOW 1,40,4,25: INK 2,6:PAPER 2:CLS:WIND0 

W 1,40,1,23 

480 CP=22 

490 IF T<4 THEN CP=4 

500 LOCATE 1,11:PRINT" 

* (208) CHR* (205) : PRINT" 



320 
330 
340 
350 
360 
370 
380 
390 
400 
410 
420 
430 
440 
450 
460 
470 
PER 



"CHR* (204) CHR 
"CHR* (204)" 



II 



:PEN 1: PR I NT CHR* ( 1 
"CHR* (209); 
3s PR 



CHR*(209>:PRINT 

23);:PEN 3:PRINT CHR*(211> 

:PEN laPRINT CHR* ( 123>CHR* ( 125) : PEN 

INT" "CHR* (205)" "CHR* (204) 

510 FOR N=15 TO 19:L0CATE 6,N:PAPER 0:PR 

INT " ":NEXT 

520 FOR Nl=20 TO 21: FOR N=l TO 7: LOCATE 

N,N1:PRINT" ":NEXT:NEXT: PAPER 2 

530 V=0: LOCATE 2,5: PEN 1 : PAPER 0: PRINT" 

Remainder : "P" ": LOCATE 2,23:PRINT" Rema 

inder a "PI" " 

540 GOSUB 820:F0R A=l TO 19: IF C=2 THEN 

C=0:D=1:GOTQ 560 

550 C=2:D-3 

560 PEN D:PAPER CaLOCATE 37, 4+A: PRINT" 

":LOCATE 37,4+A:PRINT S(A):SOUND 1,A,1 
,7:NEXT:F0R X=0 TO 2000: NEXT 
570 IF (PL<>2)*(T>3) THEN RETURN 
580 SOUND 1,400, 10, 7:PEN 1:PAPER 0:LOCAT 



E 2,2:PRINT"HIT THE 'C BUTTON TO THROW 

YOUR ARROW" 

590 A*=INKEY*:A*=UPPER*(A*>: IF A*<>"C" T 

HEN 590 

600 RETURN 

610 SOUND 1 ,400,30,7: SOUND 1 ,500,30,7: SO 

UND 1,300, 30, 7: RETURN 

620 X«lll 

630 LOCATE 2,2iPEN lePAPER 0:PRINT"THE C 

ONTEST WAS COMPLETED IN":X"ARROWS " 

640 GOSUB 660: RUN 

650 LOCATE 2,2:PEN 1:PAPER 0:PRINT"THIS 

CONTEST HAS BEEN SCORED AS A DRAW " : GOSU 

B 660: RUN 

660 FOR N=0 TO 3: GOSUB 610: NEXT: FOR N=0 

TO 2000: NEXT: RETURN 

670 FOR X=l TO 19: IF S(X>*P1 THEN DM=X+4 

6B0 NEXT 

690 X=10:Y=13 

700 X1-X:Y1=Y:A=INT(2*RND(1)):X=X+1:IF A 

=0 THEN Y=Y-1 

710 IF A=l THEN Y=Y+1 

720 IF PK20 THEN GOSUB 770 

730 A*=INKEY*:A*=UPPER*(A*) 

740 LOCATE X1,Y1:PRINT" ":LOCATE X,Y 

: PRINT CHR* (123) CHR* (123) CHR* (123) CHR* (1 

23) CHR* (125): IF X=32 THEN 340 

750 IF (Y=24)+(Y=4) THEN 410 

760 SOUND 1,700+X, 1,7: GOTO 700 

770 IF Y<DM THEN Y=Y+1 

780 IF Y>DM THEN Y=Y-1 

790 RETURN 

800 SOUND 1,400, 10, 7:F0R X=0 TO 2500:NEX 

T: RETURN 

810 LOCATE 2,2:PEN 1 : PAPER 0:PRINT"MATCH 

INFORMATION : ";:RETURN 
820 PAPER 2:PEN 3:F0R A=l TO 39:L0CATE A 
,25: PRINT CHR* ( 140) : NEXT: FOR A-l TO 7:F0 
R B»620 TO 640:PL0T B, A, 3: NEXT: NEXT: RETU 
RN 

B30 FOR N=0 TO 39: PRINT CHR* ( 131 );: NEXT: 
RETURN 

840 FOR N=0 TO 39:PRINT CHR* ( 140) a: NEXT: 
RETURN 

850 LOCATE 1,17:PAPER 3:PRINT M*:L*-RIGH 
T* (M* , 39 ) : M*=L*+LEFT* (M* f 1 ) : SOUND 1 , X*10 
,1,7:X=X+1: INK 3, X: BORDER X:IF X=5 THEN 
X=l 

B60 RETURN 
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ByKBoothroyd 

This nifty little program is based 
on the classic game of the same 
name. 

Before running the game type: 
MONITOR (and press the Return 
key — you will now be in the 
machine code monitor). Then 
type: T space DOOO space D7FP 
space 3800 (THEN press the 
Return key). Then type: X (and 
press the Return key)- This 
transfers the character set from 
the ROM ( Read Only Memoiy) to 
the RAM (Random Access 
Memoiy)- The instructions of 
the monitor routing are in the 
program in REMs from line 1 to 
10 

Lines 100-140. This tells the 
computer to read the ASC code 
from RAM. not ROM. 

Lines 190-240. This alters the 
characters from 66 on 

Lines 300*510. DATA for the 
characters. 510 tells the com- 
puter to stop reading DATA. 
Lines 520-790. Sets up board- 
Lines 600-1140. Main key 
loop. 

Lines 1150-1270. This checks 
fbr UlegaJ move. 

Lines 1280-1510. Moves 
pieces and deducts score. 

The object of the game is to 
have only one piece remaining at 
the end of the game. To do this 
you must leapfrog over one piece 
at a time as In draughts, going 
vertically or horizontally, 




1 


REM 


2 


REM 


3 


REM 


4 


REM 


5 


REM 


6 


REM 


7 


REM 


e 


REM 


9 


REM 


10 


REM 


20 


REM 


30 


REM 


40 


REM 


50 


REM 


60 


PRl 


70 


REM 


80 


REM 


90 


REM 


100 ME 



*** FIRST TYPE IN "MQN 

Ntt*tt«***MHNtf*ft**ft»«ft«* 

*** THEN TYPE IN «**** 
*»* T D000 D7FF 3800** 
*** PRESS RETURN ***** 

*** THEN TYPE IN "X" * 

*** AND PRESS RETURN * 

********************** 
«*Mtf«M*«*ktt***tt****H«- 
»«tt* 

**** BY K BOOTHROYD 

NT" :i" ; 
******TELL COMPUTER 
*** ASC-CODES FROM RA 

********************* 

MUt = t * IMTPSL" 



I TOR" 

titi* 
* ** ** 

#* * * K 
***** 

• * ■ * * 
***** 
***** 

* **** 
******** 

* ** * 

*** * 

*** * 

******** 

TO READ** 
M NOT ROM 

********* 



110 Q=DEC( "FF12") 

120 POKE Q,PEEMQ)AND 251 

130 POKE Q+ I. 14*4 

140 REM 

150 REM 

160 REM 

170 REM 

180 REM 

190 S=0 

200 READ X 

210 IF X = 999 THEN 290 

220 POKE 14J3b+S+ 18*65 > . X 

230 S=S+1 

240 GOTO 200 

250 REM *»***»**<-»«»«i**(ik**k***ii. 



***ftM*«**NM««**Nl>»ft« 

** NOW TELL COMPUTER 

** SET 1 OF ASC-CODE 

*» AT 65 lATIi) ***** 
******************** 



********* * 

1 CHANGE 

S STARTING 
************ 

********** 
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PLUS 4 



260 

270 

260 

290 

300 

310 

320 

330 

340 

350 

360 

370 

360 

390 

400 

410 

420 

430 

440 

450 

460 

470 

480 

490 

500" 

510 

520 

530 

540 

550 

560 

570 

580 

590 

600 

610 

620 

630 

640 

650 

660 

670 

680 

690 

700 

710 

720 
730 
740 
750 
760 
770 
780 
790 
800 
810 
820 
830 
640 
850 
660 
870 
880 




^ 



REM *» IN LINE 250 CHECK FOR 
REM *# ROGUE VALUE (END OF DATA > 

REM *»*«****«***»**##*»»*»*«*****• 
GOTO 540 

REM ***#***DATA FOR CHARACTER CHANGE 
DATA 255. 126. 1 32 . 1 36 . 145. 163, 209, 136 
DATA 255.1.1,193.225.241.229,197 
DATA 132. 131. 120. 129. 131. 135, 12b, 255 
DATA 197,253. 193, 225,24 1.249. 1.255 
REM ******* * *##*» 

DATA 0, 127, 127, 127, 127. 127. 127, 127 

DATA 0.254.254.254. 254.254.254.^54 

DATA 127. 127. 127 . 127 , 127 , 127 , 127 , 

DATA 254,254.254,25 4. 254,^54.254,0 

REM *** 32 10)S PUTS GAP IN DATA 

DATA 0.0.0.0,0,0,0,0.0.0.0.0.0,0.0.0,0.0,0,0,0.0.0,0.0.0.0,0.0,0.0.0 

REM **»*»»* BOARD ***#w#* 

DATA 255. 128, 128, 126, 126. 128. 126, 126 

DATA 255. 1,1.1.1,1,1,1 

DATA 128. 128. 128. 128, 128. 128, 128,255 

DATA 1,1,1,1,1,1. 1.255 



REM 

REM **** END OF DATA NOW PUT * * *** 

REM «•*** ROGUE VALUE IN DATA ***** 

REM ««im#»»ini»»»»«««ti*#inn()nnnt»»#ti 

DATA 999 

REM ** 999 TELLS COMPUTER TO STOP* 

REM ***#»•*#*»*»#***•*»**#*#*###** 

REM ************ SET UP BOARD •#**# 

REM ftMttN«*ftRRNM«K*«NttttMftff*M«ft««ttftft* 

COLOR 0,6,3:COLOR 4,6,3:C0LQR 1,1,2 



2 3 4 5 6 



PRINT TABt4>"l 

FOR DE=1 TO 2 

PRINT TABi4>" -■ -*l*|#l 

PRINT TAB(4)"I II II I "I II 

NEXT DE 

FOR DE=1 TO 3 

PRINT TAB (4) " "...* |*|* I* I *| * | * 

PRINT TAB(4)"| I— * " 

NEXT DE 

FOR DE=1 TO 2 

PRINT TAB (4 >""_"__* 



8 9 



II 



i' 
I" 








* 1 * I ' _ ~ _-_ 



T ' 



PRINT TABC4) 



H 



I 



2 3 4 5 6 7 8 



II I" 
9 h 



t TI 



DE 



II il I— ' 
NEXT DE 
PRINT TAB(4)"1 
CHAR 1, 12,7, " 

CHAR 1,12,8, w r . 

FOR DE=1 TO 7 

POKE 3073+(80»DE) 

NEXT DE 

CHAR 1. 2.23. " PLEASE 

B$ = "■.,-" :C» = 'V i" :D* = "* ' " :E* = " ""' 

CHAR 1.23.0. "BY K BOOTHRGYD" 

SC\=32 

REM H««**tt*«M«*««tt*tttttt«lfMMfl 

REM ** MAIN LOOP 

23,3, "ENTER 

23.9. "SCORE 

23. 10. 

23, 10.STRHSC*) 

26,5. 

26,6. 
GETKEY At 




ENTER ICOS) ACROSS THEN DOWN 



@ 



CHAR 

CHAR 
CHAR 
CHAR 
CHAR 
CHAR 



1. 
1. 

1. 
1. 
1. 

1. 



MOVE" 

ft 



H 



M 



t# 
It 
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690 

900 

910 

920 

930 

940 

950 

960 

970 

960 

990 

1000 

1010 

1020 

1030 

1040 

1050 

1060 

1070 

1080 

1090 

1100 

1110 

11-20 

1130 

1140 

1150 

1160 

1170 

1 J 80 

1190 

1200 

1210 

1220 

1230 

1240 

1250 

1260 

1270 

1280 

1290 

1300 

1310 

1320 

1330 

1340 

1350 

1360 

1370 

1380 

1390 

1400 

1410 

1420 

1430 

1440 

1450 

1460 

1470 

1480 

1490 

1500 

1510 



VOL 



SOUND 1 



200.5 
") 



THEN 920 



) THEN 960 



THEN 1070 



THEN 1130 




i It 



1? 



IF (A$ V0")*(A$<" 
GOTO 880 
AL%=ASC(A* > -46 
CHAR 1,26,5, A* 
GETkEY At 

VOL 7:SOUND 1,200.5 
IF (A$>"©")*(A*<."J" 
GOTO 940 
BL%=ASC(A* ) -64 
CHAR 1,27, 5, A* 

A= PEEK! 3034+ I AL%*2> ♦ ( BL%* 60 > > 
IF A<>65 THEN 660 

REM *** 

GETKEY A* 

VOL 7: SOUND 1,200,5 
IF t A*>"0" >»<A*<* , s* > ) 

GOTO 1030 

AD%=ASC(A$)-48 

CHAR 1,26,6. A* 

GETKEY A* 

VOL 7:SQUND 1,200,5 

IF (AS> ,, © , * ) * ( A«<."J" ) 

GOTO 1090 

BD%=ASC(A4 > -64 

CHAR 1,27,6, A* 

A=PEEK(3034+(AD%*2)+(BD%*60> ) 

IF A=77 THEN 1210 

CHAR 1.2,20, "SORRY ILLEGAL MOVE PLEASE TRY AGAIN 

FOR DE=1 TO 1000:NEXT DE 

CHAR 1,2,20, " 

GOTO 810 

REM WW*********************** 

REM *** CHECK FOR LEGAL MOVE 

IF (BL%=BD%> * ( AL% = AD% + 2> * (PEEK (3034+ i (AD%* 1 > *2) + ( BD%*60> > =bb i THEN 1260 

IF lBL% = BD%>* CAL% = AD%-2) * (PEEK 13034 + ( (ADX-1 ) *2 ) + i BD%*60 ) > =65 ; THEN 13-JO 

IF (BL%=BD%+2 > * (AL%=AD% ) * ( PEEK t 3034+ ( AD%*2 > ♦ ( (BD% + 1 ) *60> ) =65 J THEN 13bO 

IF (BL%=BD%-2> * (AL% = AD%) * (PEEK (3034+ t Ab%*2>+ ( (BD%- I > *80J »=6b » THEN 14«0 

GOTO 800 

ALX=AL%*2: AD%= AD%*2 : BD*=BD%*2 : BL%=BL%*2 

CHAR 1, AD% + 2,BD%-1, ,r * |v v " 

CHAR 1 , AD%+2, BD%, n — \ I I" 

SC%=SC%-1: GOTO 800 

AL%=AL%*2: AD%=AD%*2:BD%=BD%*2:BL%=BL%*2 

CHAR 1, AL%+2,BL%-1, " --.-..-* I " 

CHAR 1, AL%+2,BL%, "I I ""I — " 

SC%=SC%-l:GOTO 810 

AL*=AL%*2:AD%=AD*»2:BD%=BDX*2:BLX=BL%*2 

CHAR l.AD%+2,BD%-l,D$ 

CHAR 1, AD*+2,BD%,E$ 

CHAR 1, AD%+2,BD%+1,B» 

1, AD% + 2, BD%'+2,C« 

1 , AD%+2, BD%+3, B$ 

1, AD%+2,BD%+4,C» 
SC%=SC*-l:GOTO 810 

AL%=AL**2: AD*=AD%*2 : BD%=BD%*2 : BL%=BL%*2 
CHAR 1, ADX+2, BL*-l,Bt 
CHAR 1, ADX+2, BL%, C* 
CHAR 1, AD%+2,BL%+1,B* 

1, ADX+2, BLX+2.C* 

1, ADX+2, BLX+3, D* 

1, ADX+2, BLX+4.E* 




CHAR 
CHAR 
CHAR 



CHAR 
CHAR 
CHAR 
SCX=SCX-l:GOTQ 610 



QQ 
OO 
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MAIL ORDER 
ADVERTISING 



British Code of Adverting Pnctlct 

Advertisements (n this publication are required to conform to the 
British Code of Advertising Practice. In respect of mail order 
advertisements where money is paid m advance, the code requires 
advertisers to fulfil orders within 28 days, unless a longer delivery 
period is stated WheTe goods are relumed undamaged within seven 
days. the purchaser's money must be refunded. Pfease retain proof of 
postage/despatch, as (his may be needed 



Mail Order Protection Scheme 

If you order goods from Mail Order advertisements in this magazine 
and pay by post in advance of delivery, Argus Specialist Publications 
Lid wrli consider you lor compensation if the Advertiser should become 
insolvent or bankrupt, provided: 

(1) You have not received the goods or had your money returned; 
and 

(2) You write to the Publisher of this publication; summarising the 
situation not earlier than 28daysfromtheday you sent your order 
and not later than two months Irom that day. 

Please do not wait until the last moment to inform us When you write, 
we will tell you how to make your claim and what evidence of payment 
is required 

We guarantee to meet claims from readers made in accordance with the 
above procedure as soon as possible after the Advertiser has been 
declared bankrupt or insolvent [up to a limit of £2,000 per annum for 
anyone Advertiser so affected and up to £6,000 per annum in respect of 
all insolvent Advertisers Claims may be paid for higher amounts, or 
when the above procedure has not been complied with, at the 
discretion of this publication but we do not guarantee to do so in view of 
the need to set some limit lo this commitment and to learn quickly of 
readers' difficulties) 

This guarantee covers only advance payment sent in direct response to 
an advertisement in this magazine (not, for example, payment made in 
response to catalogues etc , received as a result of answering such 
advertisements). Classified advertisements are excluded 



Its easy 

to complain about 

an advertisement. 

Once you know how 



One of the ways we keep a check on the 
advertising that appears in the press, on 
posters and in the cinema is by responding to 
consumers' complaints. 

Any complaint sent to us is considered 
carefully and, if there's a case to answer, a full 
investigatiQn is made. 

If you think you've got good reason to 
complain about an advertisement, send off 
for a copy of our free leaflet. 

It will tell you all you need to know to 
help us process your complaint as 
quickly as possible. 

The Advertising Standards Authority . 
If an advertisement is wrong, we're here to put it right. 

ASA Ltd, Dept 1 Brook House, 
Torrington Place. London WC1E 7HN 



/ 



The Power and 
the GLORY 




**7h8grapWcs 

amgmet the 

sound MrWtt 



G FOR 
THE GOLD 



This space is donated in the interests of high standards of advertising. 



£2J9JA®Bn£4-99 

TAPE I. «»™*«e !') DISK 

Americana Software , Units 2 3 Holford Way, Holford, Birmingham B6 7AX. 

Tel: 021 356 3388 



Dog-day afternoons of a long, hot 
summer are more the time for 
cucumber sandwiches and 
afternoon tea by the side of a 
cooling swimming pool than for 
frenzied, arcade action Such an 
afternoon found me sweating 
over a Salamander joystick Ln 
the demo room of Konami's 
northwest London hideaway, I 
had no idea what the successor 





Salamander propaganda fills all of the 

trade journals at the moment. 

What is this all about? How 

much truth lies behind the 
hype? 





The main weapons are the 
multi-shot cannon which you 
start with, ripple lasers and 
powerful standard lasers which 
slice through almost everything 
In your path. Only one weapon 
can be used at a lime, depending 
on which one you last picked up. 
The fire power Is Increased by 
picking up multiple units which 
appear from time to time. 

The multiples float around 
your craft strung ot like a string 



of beads in the weightlessness of 
space* Up to four units can be 
carried at a time* giving you Ave 
times the fire power you started 
with. These strung out additions 
lead an ethereal existence, float- 
ing through most obstacles like 
ghosts. 

After a short time the wide 
open spaces give way to caverns 
and the game takes on the 
nightmare mantle of a trip 
through some alien landscape, 
or is It the body of some gigantic 
creature. The top and bottom of 
the screen look like the bo^r wall 
with long groping arms 
reaching out for your ship and 



to Green Beret and Hyper Sports 
would be and my first reaction 
was one of anti-climax Visions 
of a short review clouded my 
brain: *Konami cop-out with a 
Nemesis look-alike 1 clouded my 
brain. The heat made me rub my 
eyes perhaps it was a mirage. No, 
It still looked like Nemesis. 

'Play 1L and see', invited Luther 
De GaJe, his face split by his 
characteristic grin. 1 did and I 
had to eat my words, Well, most 
of them 

Nemesis, reviewed in our Feb- 
ruary issue, was an earlier 
Konami game and is obviously 
the fore-runner of Salamander, 
sharing many fo the same splrte 
shapes, Like Neinetsi, it is a 
dodge and shoot game in which 
waves of alien ships try to wipe 
out your craft Eliminate a wave 
and you collect a bonus in the 
fomr of new weaponiy for your 
craft The skill of the game lies in 
which armaments you need to 
complete the level 

One essential is the 'speed up 1 
facility which increases the 
manoevrability of your craft A 
force field is useftil to allow the 
odd collision with an enemy ship 
and missiles which cruise across 
the landscapes at top and botton 
of the later screens are desirable 
attributes- 
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COIN-OP CLASSIC 



its mulitple weaponry. Floating 
i s l a n ds erf rock and organically 
growing walls block your 
progress. The walls and the 
softer rock can be blasted out, of 
the way but beware of the arms 
which wll crush your ship or 
snip off the multiple weapons. 

At certain stages the walls are 
thick and fill the screen. You 
speed has to be moderated to 
allow you to burn your way 
through without being envel- 
oped by the healing wall behind 
your ship. 

At other points large pointed 
bristles gnash across the screen 
like giant fangs which are 
indestructible and lethal. Small 
hair like appendages bristle and 
fly from the walls like small 
harpoons seeking to penetrate 
your ships thin outer sldn. Nerve 
webs spread a mesh across the 
screen and guard exploding 
clusters of cells. The eggs of a 
new organic planet? Who 
knows? Who cares? It's them or 
us! 

Still enen^ craft appear in 
formations, destroy a full team 
and a voice clearly announces 
tlie new weapon awaiting col- 
lection, collide, and your 
reincarnated ship is left without 
its advance weaponry. If you're 
quick, keep your craft flying at 
the centre of the screen and if 
you're hit you may at least 
salvage yur multtle units- 
Survival depends on two 
factors; skill and finance. Peed 
the machine up with your ten 
pence pieces and you can store 
up as many as 27 Uvea More 
than enough to reach the second 
pahse of the game but first your 



skill must cany you through 
several tunnels culminating in a 
msyor confrontation heralded by 
the spoken message; 'An Intrud- 
er has penetrated our force-fleld 1 . 

Praying that you have enough 
of the correct type of Are power 
you meet your first mega-foe. 
Cells melt away to reveal a gig- 
antic brain. As you stand back In 
cautious anticipation erf 
something nasty, long, sightless, 
groping arms feel around for the 
cold smooth mantle of your hull. 
Dodge around firing won't hlep 
until a small unblinking eye 
opens up Now the brain has 
sight and it's pursuit of your 
ship has purpose. The invulner- 
able brain's eye is it's Achillea 
heel. Avoid any contact with its 
arms and blast enough shots 
into it's eye and you will win the 
day and rech the next cavern 
which leads tot he next foe. 

After force-field penetration Is 
complete, the second chamber 
holds a four-tentacled metallic 
creature. The arms rotate like 
Catherine wheel arms scything 
down anything in their way. At 
the heart of the machine is a 
power pack nucleus guarded by a 
channel of energy barriera 
Blasiing each barrier out of the 
way while the tnetacles perform 
their lazy but insistent cart- 
wheel requires patience* Often 
you find yourself trapped 
between the tentacles and the 
cavern wall Joining in a dance of 
death as you whirl around the 




i 




metal carcass trapped in a dance 
of death- 
Success depends on sapping 
the power of the energy fields 
one by one to reveal the 
heart of the machine. A 
few more bolts down the 

throat of the beast will blast it 
out of existence. 

Now the action literally heats 
up as you pass through a chan- 
nel between two Nova's* Coronal 
arcs of flame flash from the solar 
surfaces scorching the paint- 
work of your lntergalactic 
womb. Fireballs spit from the 
hot soul of the star and an 
occasional phoenix win rise 
from the flames In a screaming 
attack. 

At the end of this fieiy Hell 
lurks the fire dragon himself 
His long, snaky colls ciroum* 
navigate the walls seeking to 
crush you in your metal coffin. 
Only a string of hits to his head 
wlQ save you from his wrath. On 
a hot day the joystick runs with 
the perspiration of heat and 
effort. 

The following cavern is 
guarded by patrolling gun 
installments along the top and 
bottom walls while meteorites 
and asteroids follow an Indes- 
tructible path in the space 
between. Sulphurous volcanoes 
vomit molten lava and ash 
across the screen. Delicate 
manoeuvring ooupled with the 
assistance of ground hugging 
missiles in the only way to reoh 
the next mqjor defence system. 

Implanted in one wall of the 
cave are gunports shooting large 
balls which canon off the walls 
and appear to come at you from 
all directions. The gunports are 
protected in a similar way tot he 
tentacled terror of earlier screen. 

Nowyou are reaching the final 
phases of the first level the 
enemy start to whip themselves 
into a frenzy. Ahead lie the perils 
of the prolific mothership. the 
multiple gunshlps with im- 



mense firepower, gigantic metal 
plates springing from the pi anet 
surface and Nemesis-style heads 
like Tahitaan rock totems. All 
this leading to a fi na l confront- 
ations with an enromous red 
orb, like a giant, bloodshot 
reflection of your tired, aching 
eyes. No wonder you eyes are red 
One minute you're fiytng left and 
right, the next your Jetting 
upwards, ducking and weaving 
all the time. 

Penetration at this stage leads 
you deep into the second level 
where a randomly selected 
scenario greets you with added 
venom So the game continue 
until you money runs ouL 

Feeding up the machine whilst 
play is in progress will not 
increase the number of lives 
remaining In the present game, 
but they are credited to you for 
ftiture foraya A cunning ruse to 
make you play for an many lives 
as possible in each game. 

If all this action sounds like a 
little too much for a lone 
adventurer, take heart because 
there's a two player option. Now 
you both patrol inner space 
sharing the adventure and halv- 
ing the dangers, If you dont 
mind a little self-sacrifice for the 
common good 

Nemesis Is a warm-up com- 
pared to the hearted action of 
Salamander, though the excel 
lent graphics of the latter still 
have their roots showing. For 
fast shoot-envup action youll 
have to go a long way to find 
anything better, The stereo voice 
synthesis and spot effects are of 
a very high order and though 
this machine lacks the total 
originality of Konami's usual 
output it should still prove to be 
a winner, but be warned this 
'game could seriously damage 
your wealth. 

I look forward to Imagine's 
computer version. If such a 
venture is planned Please 
Konami, set them to wort 
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I n the summer of 1986 the crew of VIRGIN 
I ATLANTIC CHALLENGER once again 
attempt to win the coveted BLUE RIBAND 
title for Britain by crossing the ATLANTIC 

OCEAN in the record time of 3 days and 

10 hours. 

Virgin Games brings you the VIRGIN 
ATLANTIC CHALLENGE GAME. This arcade 
game is a fun simulation of RICHARD 
BRANSON'S part in this exciting and 
dangerous event. You must guide Richard 
at BREAK-NECK SPEED from one piece 
of equipment to another to keep the 
boat ON-COURSE and in good time and 
take vital MONEY-MAKING (or breaking) 
decisions that are telexed to him from 
all parts of the VIRGIN EMPIRE. 



SPECTRUM 48/128 



AMSTRAD CPC 464/664/6128 



COMMODORE 64/ 128 






r.r.p. ~ — m <+.r ^^ r.r.p. mm ^v m «^ ^^ r.r.p. 

Available from all good Software Retailers or directly from Virgin with the tear-off slip below 








Please rush me my copy of the Virgin Atlantic Challenge Game! 



NAME. 



ADDRESS . 



I 



Q Spectrum 48/ 128 £7.95 Q Amstrad CPC 464/664/6128 £8.95 □ Commodore 64/128 £8.95 

lick appropriate ben 

Please make cheques and postal orders lo VIRGIN GAMES LTD and post to the address below. Please do not post cash. 
VIRGIN GAMES MAIL ORDER. 2/4 Vernon Yard, Portobello Road, London Wll 2DX. 




LB-MISSION 




Ever wanted fame and fortune in one of Britain's 
leading computer magazines? 

Do you think that anything that you have 
programmed is up to our standards? 

We are looking for programs to publish for the 
following machines: Commodore 64, VIC, C16, PIub/4, 
Spectrum, Oric/Atmos, Atari 400, 600XL, 800, 800XL, 
65XE, BBC, Electron, Amstrad and TI-99/4A (BASIC or 
Extended). 

All programs should be recorded on tape as many 
times as possible and at the most reliable baud rate 
where applicable). No printed listing is necessary as we 
can do our own except in the case of the TI-99/4A where 
a listing produced on a computer printer is absolutely 
necessary. No handwritten or typed listings are 
acceptable. 

Any tape must be clearly marked with the program 
name your name, the machine it Is intended for, and 
your address. 

Documentation should run to our normal style with 
a description and introduction to playing the game and 
how the game works. 

Documentation should be typed on one side of blank 
A4 paper with double spacing between lines and a wide 
margin. 

We pay well for all listings published. 

If you want to send us your program then fill in the 
form. And send us the tape, documentation, coupon, 
and an SAE if you want it returned, to the following 
address: 

Computer Gamer Program Submissions 
1 Golden Square, London W1R SAB 

And write the name of your computer on the back of 
your package. 



J " 
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LISTING 2 



By Gary Davies 

object of the game la to 
collect 10 diamonds off each of 3 
sheets. Yoi I t, so 

you eant take your Ume doing it. 

Enter listing 1 first, anc 
as 'MAZE' then type in listing 2. 
Omit lines 130 and 180 until last 
as these are spec:: . ?y both 

follow the format HTNREADCH 
"THBN. , the 



■ioe between the quotes you 
tve to copy the relevant 
acter. So the co: -ads to 

be in MODE 1. and you need to 
P.CHR22G and P CHR230 first, 
and copy the relevant resulting 
characters into each of the 
spaces. If you then Ust MODI 
you will see the second half of 
these lines in differ 1 lours. 

Savo this Ustlng as 



5 REM** SAVE AS RUN ** 
10 ONERRORGOTD30 

20 MODE2:VDU23;8202;0;0;0; :C0L0UR129: 
CLS : COLDUR0 : CL S 

30 PR0CME5S:TM=1 

40 C"/.=0:X = 18:Y=19:LX=X:LY=Y:PRQCSCREE 
N: COLOUR© 

50 PRINTTAB(LX,LY>" " : TAB (X, Y> CHR*224 
:LX=X:LY=Y 

60 TM=TM+1:PT=G-TM:PRINTTAB<7,29> " 
";TAB(2,29)"Time ";PT 
70 IFPTX0THEN PROCLIFE 
80 IFINKEY-98ANDX>0THEN X=X-1 
90 IFINKEY-67ANDX<19THEN X=X+1 
100 IFINKEY-73ANDY>0THEN Y=Y-1 
110 IFINKEY-105ANDY<25THENY=Y+1 
130 IFFNREADCH<X t Y>=CHR*< 2.2*) THEN CX=C 
'/.+ 1 : SOUND 1 , -5 , 1 00 , 3 : TM=TM-50 
140 IFC7.= 10THENC7.=0:6OTO40 

150 IFFNREADCH<X t Y)=CHR* (ISO) THEN TM=T 
M+100 

160 

170 

= 1 

1 80 FORSD=50TO 1 50STEP2 : FORSDD=0TO3 : SOU 

NDSDD , -5 , SD , 1 : NEXT , 

190 IFS=1 THEN BOSUB250:GOTO230 
200 IFS=2 THEN GOSUB280: GOTO230 
210 1FS=3 THEN GOSUB310: GOTO230 
220 IFS=4 THEN GOSUB340:GOTO230 
230 C0L0UR2: PR I NTTAB (0 , > STR I NG* ( 20 , CH 

R*230 ) ; TAB < , 25 ) STR I NG* ( 20 , CHR*230 ) : FORQ 

= 1 T024:PRI NTTAB <0,Q)CHR*230: TABU 9, Q>CHR 
*230:NEXT 

240 TM=l:ENDPROC 

250 RESTORE520 

260 C0L0UR2:READA,B,C: IFA=999 THEN 270 



ELSE PRINTTAB(A,B)STRING*(C,CHR*230) :GQ 
TO260 

270 C0LOUR3:READA,B:IFA=999 THEN RETUR 
N ELSE PRINTTAB<A,B>CHR*229:GOTO270 



RESTORE560 
C0L0UR2:READA,B,C:IFA=999 THEN 300 



GOTO50 

DEFPROCSCREEN : S=S+ 1 : CLS : I FS=5THENS 



280 
290 

ELSE PRINTTAB(A,B)STRING*<C,CHR*230> : GO 
TO290 

300 C0LQUR3:READA,B: IFA=999 THEN RETUR 
N ELSE PRINTTAB<A,B)CHR*229:GOTO300 
310 RESTORE590 

320 C0L0UR2:READA,B,C: IFA=999 THEN 330 
ELSE PRINTTAB(A,B)STRING*(C,CHR*230):6O 
TD320 

330 CDL0UR3:READA,B: IFA=999 THEN RETUR 
N ELSE PRINTTAB<A,B)CHR*229:6OTO330 

340 RESTORE620 

350 C0L0UR2:READA,B,C: IFA=999 THEN 360 

ELSE PRINTTAB(A,B)STRING*(C,CHR*230) : GO 
TO350 

360 C0L0UR3:READA,B:IFA=999 THEN RETUR 
N ELSE PRINTTAB(A,B>CHR$229:GOTO360 

370 DEFFNREADCH(A,B> 

380 LOCAL A7.,LASTA,LASTB,C 

390 LASTA=P0S 

400 LASTB=VPOS 

410 VDU31 f A,B 

420 A7.= 135 

430 C=USR(«tFFF4) 

440 C=C AND &FFFF 

450 C=C DIV &100 

460 VDU31,LASTA,LASTB 

470 =CHR*(C> 

480 DEFPROCLIFE 

490 CLS:PRINTTAB(5, 15) "GAME OVER" 

500 FORSD=50TO150:SOUND0,-5 t SD,l:NEXT: 
FORSD=150TO50STEP-2:FORSDD=3TO0STEP-1:SO 



c 



M 
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LISTING 1 




CLS 



REM»* SAVE AS MAZE *# 

M0DE2: VDU23; B202; 0; 0: 0; : C0L0UR1 



19: 



30 VDU23 , 224 , 56 , 56 , 1 6 , 254 , 16 , 40 , 68 , 1 3 
, 23 , 230 , &FF , &DF , &FB , &EF , &FD , &BF , S.F7 , &7F 
, 23 , 229 , &0B , &1 4 , &22 , &49 , 5c92 , &44 , &28 , & 1 

40 C0L0UR15:PRINTTAB(7,4) "M A Z E":CQ 
L0UR8:PRINTTAB<8,6> "R U N" 

50 C0LOUR7: PRINT •*'* RUN AROUND THE 
ES " ' " AND COLLECT THE M '" D I AMONDS 
COMPLETE » ' " THE SCREENS - 

60 PRINT " "KEYS..." * "' Z...LEFT X. 
GHT" '"' #...UP n ...DOWN"' 

70 COLOURI5:CHAIN ,, RUN" 



MAZ 

TO 




UNDSDD,-5,SD,1:NEXT, 

510 PRINTTAB(3,2B)"PRESS SPACE BAR": RE 
PEATUNT I LGET=32 : CLS : BOTO30 

520 DATA12, 1,1, 2, 2, 9, 16, 2, 2, 2,3, 1,10, 3 
,1,12,3,1,14,3,4,2,4,1,4,4,4,10,4,1,12,4 
,4,17,4,1,2,5,1,7,5,1,10,5,1,12,5,1,17,5 
,1,2,6,4,7,6,4,12,6,1,14,6,1,17,6,1,10,7 
, 1, 12, 7, 1, 15, 7,1, 2, B, 6, 10, 8, 1,12, 8,1 

530 DATA16, 8, 1,2, 9, 1,7, 9, 4, 12, 9, 1,14, 9 
,4,2,10,1,4,10,1,12,10,1,17,10,1,4,11,1, 
6,11,5,12,11,1,17,11,1,1,12,6,12,12,6,8, 
13, 5, 3, 14, 4, B, 14, 1,1, 15, 3, 6, 15, 1,8, 15,1, 
10,15,8,6,16,1,8,16,1,11,16,7,2,17,5,8,1 
7,1,11,17,7,8,18,10,1,19,6,6,20,2 

540 DATA9,20, 10,2,22, 16,2,23,7, 10,23,8 
,999,999,999 

550 DATA13, 3, 9, 5, 9, 8, 15, 8,5,11,16, 11,1 
,14,5, 15, 10, 17, 9, 23, 999 , 999 

560 DATA2, 2, 16, 17, 3, 3, 2, 4, 14, 17, 4, 1,2, 

5,1,2,6,14,17,6,1,17,7,1,2,8,16,1,10,17, 

2,12,16,19,12,1,15,13,2,1,14,3,5,14,9,16 

,14,2,19,14,1,5,15,1,17,15,3,3,16,3,7,16 

,9,3,17,1,13,17,1,17,17,1,1,18,13,16,18, 

2,15,18,3,2,20,2,5,20,10,18,20,2,3,21,1 

570 DATA16, 21, 1,1, 22, 17, 3, 24, 16, 15, 19, 
1,17, 19,1 ,999,999,999 

580 DATA8, 3, 18, 2, 3, 5, 8, 7, 1,12, 17,13,1, 
17,12,17,2,21,1,24,999,999 

590 DATA12, 1,1, 2, 2, 1,4, 2, 7, 12, 2, 1,14, 2 
,2,17,2,1,2,3,1,10,3,1,12,3,1,14,3,1,17, 
3,1,2,4,1,4,4,5,10,4,1,12,4,1,14,4,1,17, 
4,1,2,5,1,4,5,4,10,5,1,12,5,1,14,5,1,16, 
5,2,2,6,1,10,6,1,12,6,1,14,6,1,17,6,1,2, 
7,9,12,7,1,14,7,1,16,7,2,12,8,1,14,8,1 

600 DATA17, 8, 1,1 ,9, 10, 12, 9, 1,14,9,4,7, 
10,4,12,10,1,2,11,4,7,11,4,12,11,1,14,11 
,5,2,12,2,7,12,1,10,12,1,12,12,1,17,12,2 




5,15,5,17,5,19,1,20, 

650 DEFPROCMESS.-CL 
Z E";TAB<B,7)"R U N" 
660 PRINT'" "F 

670 PRINT "C H 

(1-4) " 

680 INPUTTAB<2,18);A 

690 IFA<1ORA>4THEN680 

700 S=A-1 

710 PRINT - '"D I 

720 PRINT*" (1-5 



CLS; 
I" 

STRING* (11,"-") 

I O O S E SHEET 



PRINT' *"D I F F I C U L 
PRINT "(1-5) 5 *- E A S 
INPUTTAB(2,25) ;DIFF 
IFDIFF< 1ORDIFF>5THEN730 
G=( 100*DIFF)+200 
CLS:ENDPROC 



720 PR 
730 

740 

750 G= \ itmo*uir-f- 

760 CLS:ENDPROC 



T 
Y" 



Y" 
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CLASSIFIED DEPT. (CG) A.S.P. Lid., 1 Golden 
Square, London W1. 

CLASSIFIED RATES — 40p private per word. Semi 
display £9 per single column centimetre plus VAT 
minimum 2.5 centimetres. Series rates on appli- 
cation. Please note that all classified advertisements 
under £20 must be prepaid. All cheques or postal 
orders to be made payable to A.S.P. Ltd., (P.H.) 

Telephone Duncan Neilson on 01-437-0699 



E3 



WARNING NOTICE 

Advertisements placed in this magazine are to be in strict compliance with our standard conditions (copies ot which conditions are 
available on request) and on the clear understanding that the advertiser warrants that his advertisement(s) does not infringe any copy- 
right or condition ot sale ol any interested party in the advertised product. 

Further, the advertiser indemnities the proprietors ot this magazine in respect of costs, damages, or any other claims brought against 
them as a result of legal action arising from the publication of the advertisement. 

Any breach of these terms or the said conditions may result in prosecution ot the advertiser by the proprietors. 



FOR HIRE 



SOFTWARE 






MIDLAND COMPUTER 
LIBRARY 



I OVER a.OOO different titles available lor hint fof tho COMMODORE, SPECTRUM. 

ELECTRON. BBC, AMSTRAD, ATARI, ftftfJ M8X computer*. 
PARCADE. ADVENTURE, EDUCATIONAL anrj BUSINESS wtflwatfc (DO 
I HIRE PRICES Irom only 75p INC P4P. 
f MS DISCOUNT oft all purchase software 
> FREE CATALOGUES, 
t FREE HINTS AND TIPS, 

I FAST RETURN OF POST SERVICE (if reserve* are Ql«n). 
I ALL GAMES manufactured ORIGINALS with full documentation 
i OVER 25,000 satisfied member* 
I EUROPEAN members welcome 

l LITE MEMBERSHIP a 

i FIRST TITLES hired flree of charge 

i f uil computerised system keeps Irack of your order Wfl pndo ourselves m being Ihe moat 

proleasional Hire Library in the United Kingdom, with staff of 14 who know what the word 
service means Backed by our own software company and programmers 
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MIDLAND COMPUTER LIBRARY 
20 College Street, Worcester WR1 2LS- Tel: 090S 611072 
rush me my FREE catalogue, STATING MACHINE. 



Name: .. 
Address: 
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SOFTWARE 





GOEL COMPUTER SERVICES 




45 BOSTON ROAD. L0N00N W7 3SH Tel: 01 579 6133 


mcrax 


i 


flaw Fu htato 9 95 
fa* 995 

CbjbAi 9 95 


7 ?0 Gtot W Gobans 


9 95 7,00 


Pi if mm 

JYm Warm n Pvadiw 


»« 700 
995 750 


700 Bontiack 

625 S«« 


9 95 7 00 

9 95 7 CO 


Turto tspmi 


H95 6 50 


Fir'.-: 79* 


5 70 KnqntGamei 


6 95 ft 50 


Tni Onici Gas* 


7 9S 570* 


fairon e 95 


6 50 Way ol Ihc T^gw 


9 95 7 00 


QhotiWGetfcai 


7d5 570 


Elite 14 95 


1050 Flit* 


14 95 1045 


Batman 


TBS 5 70 


MuvcS^rm [5*5 


1195 ICUP5 


a 95 6.50 


IC.U.P5. 


R95 6 50 


Srwbetf* 5« 


700 Bcuves 


995 7 00 


Vectron 


7 95 5 70 


t Jto Bpni B 95 


G V) (hnfct mna Om 


995 700 


Ttataj faeepe 


9 95 7.10 


Jacae* tapper 995 


7 (O FtoW !rv Drwd 


9 95 7 00 


l ir 


14 95 10^5 




Plm 


14 95 ID 50 


kipct 


949 710 


HMbWME fUM 


Mo*ic 5ptem 


1495 1050 


Bounces 


9 95 7 00 


UgtapNi 705 


A75 laadertoaid 


995 795 


Stage on Volga 


14 95 7 00 


Frapa Bruin Baiing 7 r -* 


5 75 Sob fight ? 


9 95 7 00 


Rung Fu Maift 


9 95 7 00 


Fipittinrj Fist > B 


7» Kennedy Approach 


14 95 10 00 


Jade the M|tvr 


995 7 00 


eVnbiaca 7JIS 


5 ro sptfire ace 


9 95 im 


Bnai 


9 95 7 00 


Hygiene 6.96 


'. ,vi .,.^ V i- 


14 95 11^5 


OrtimdwUfl Revenge 


9 95 7 00 


■" rt . 795 


575 




Robin a \te Wwh 


9 95 7 00 


CWMODOat W 


MIX 




,-- ham 


95 6 50 


SMSvvtt 9 95 


/00 Lary Jonas 

650 Mr Worn* Loopy Lndry 

7 00 way el mtodina Hit 


995 7 30 


ACE 

aatSTUS 


9 95 7 M 


Em Bm 195 

Shuyim 9 95 


7 95 5B5 

995 733 


■« .■ i -> 


990 710 


Dowtavs n IVvenot 9 95 


TOO urn u 




Saboteur 


195 fi5Q 


Bm 9 95 


7 00 Lagacy ol Lljffjarrrp> 


35 00 20 5O 


2 YEAH COVEfl FOR ANY BREAKDOWNS FROM £35 (S 


PECTRUMI WRITE FOB DETAILS 


This is (usi b smaQ satadion ffom our 


tfoc* **o« inks can be MffiedstdsrauPtttf 3Q\ * Ml enlo the btta 


<wrediM!h< second ctac* W mkac fte RflP l«* :»\ *g fHfti! 


FLV0O L rfl95*Jtt»r7 95 


(ft F570 AH 


If t^s mcJiCb (Wtv0v 0v» wiil atxten add T5p per up* Plane serai R3s. chenues aayaMe la Gael CoDomer Sennoss 


IF TOU V LOCAL WIT HOT CHE UD« TO OUR HOT. T0U UN It ttPl Of FlIQUXT UttlTMCf UH A0KE 



SOFTWARE GAMES 



LOOKING FOR A PBM7 

Try ARCADIA For details anrj free 

fact shoots wrilo lo 

JADE GAMES. 

FREEP05T, P.O. Box H, SOUTMSEA 

HANTS P04 OBR 

(No alavnp required) 



Joint Adventure Offers 

LOVETOY - GODDESS 

CBM 64/128 -only £3.00 

From: 

STARGATE. PO Bo 1 1520 Dublin 
YOU PAY AFTER DELIVERY! 



ATARI 400 600/500 XL 

SOFTWARE 



We have an all round adocl>on ot disks, 
cassettes ar>d canndgea FOR MIRE Apply 
now and h»rc your hrst four game* Fn». 
Around 1.000 diftetrenl original dUes For 
*um rjotiiits &end large alamped addrvaMd 
cnvclopo or telaphone evemnga 7pm - 
10pm or weeaonda 
LOW ATARI PRICES 

1050 DISC DRIVE E119 95 poai tree 

130XE5 I Recorder * Minar 2TJ49 £156 90 

pail Ircn 

13QXES 1050 DRIVE £229 00 post free 

130Xfl £122 90 

Anlic and Analog magazine* available 

BEST QUALITY DISCS 

Unlabeiled SS/DD £9 96 tor 10 pact frnr 

£9^95 for lOOposHrw 

OO/SS £13 95 for 10 poal free 

ATARI 520 STM 1 MEGABYTE DRIVE 

AND MONOCHROME MINOTQR 
CA99 90 POST FREE * TO FREE DISCS 
ATARI 520 N3T* 3 5 (1'A meoabyte 
dnvrj) and monitor. £44990 

MEMOREX 3%" disca SS/DD Boaaa or 

10 £?3 96 

Memore» 5%" drac* £13 95 

UNLABELLED 3V D«C8 00**53 E22 95 

HAPPY ENHANCEMENT FOR THE 1060 

DRIVE 1149.90 POST FREE 

GAMES ft SOFTWARE CLUB 

DapL CG. 35 Tilbury Road. Tilbury Ctoa* 

Sunderland SR3 4PD. Tai: 0731 2K3S1 



ALPHASOFT 

Software at 25% reductions . 



Batman (A) £6M 
Quaraironf5jC6.90 
Golf Conalruclion 
Sat (C) C9.99 
Kinai fS) a\9D 



Tney5oldAM*llK>n 
2 (All) £7.45 

Spndioy (AJ) £7.50 
Bigg*aa (All) £7,45 
Cauldron II (Cj UM 



5* 5 pec Ifum A -Am sir ad C-C64 



j Aipr 
115 Panonaga fld, Wilhington. 

Manchtaler M20 9WZ 
S AE L for Price List P 4 P incL 



FOR SALE 



JOKES 




FREE 

BrllaJnt No: 1 Jofct 
Catalog ua packed 
with ovar 500 practical joke* Trom 5p 
Stink bomba. Whoopov cushK>n. wob- 
bly lagor glass f laxative toa bags. 
smoke bombs, wiliio sugar, cigaretta 
bangers, joke blood, atefc. mesa, soap 
sweets, wet |okoa t exploding Jokos, 
rnagtc lrtcks 4 party fun kits. ma5ka P 
maka*up h sea monkeys, girl strip pens, 
adult party packs, aaucy novelties, 
naughty presents* posters, badges, 
the complete Joke Shop by Post 

Send 12p stamp with your name and 

address tor bumper colour catalogue 

and Free Gift to: 

MATCHRITE, THE FUNNY BUSINESS 

(Depl C.GJ 1S7 WINCHESEH ROAD, 

BRISTOL BS4 3NJ. 



ELITE EDITOR Redcfmostatus. rating, 
fuel, cargo, weapons, credits, galaxy, 
special missions, even cloaking device 
and 6. CM Jammer Alter every teal u re 
for only £1,99. 

ASTROCADE Collection, 5U M.-C 
games of arcade and adventure Your 
Sinclair (JULY) gave II 6/IOplayablhty 
and 6/TO Value for money Now less 
than half price, only £1.90 * 40p PAP 
PROGRAMS wanted, to expand our 
popular range of budget software. We 
will pay cash for your games. Sent to - 

D.D.S. 

49 Baaumont Road, Kalaiowan, 
Waft aikJIanft 0(2 9HD 



DEALERS 



INNOVATIONS 

COMPUTING AND 

VIDEO 

9 Ha rmonds worth Road, 

West Drayton, 

Middlesex UB7 9JS 

Tel: (0895) 420457 

Inexpensive software 



FOR HIRE 



SPECIAL DEAL FOR 

ATARI 
400 / 800 / XL / XE 

HIRE your first 2 games FREE 
from our extensive range ot soft- 
ware- Up to the minute releases 
available. Apply Now! 

OR 

BUY all the latest software titles at 
best possible prices. (New re- 
leases available direct from U.S.) 

Atari hardware and modems now 

available at discount prices. For 

further details send SAE. to 

CHARNWOOD GAMES 

30a WARWICK AVENUE. OUORN. 

LOUGHBOROUGH, 

LEICESTERSHIRE. 

TEL: 0509 41 2S04 
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ANCO SOFTWARE, 4 WEST GATE HOUSE, SPITAL STREET, 
DARTFORD, KENT. DAI 2EH. Telephone: 0322 92513/92518 



Mail Order: Payment by Cheque, P.O., Visa or Access. 
24 Hour Credit Card Service: 0322 522631 



Imagine if you can a huge cylin- 
drical apace station, rotating 
about; lis axis giving artificial 
gravity to lis occupants. This 
long tube is composed of 20 
'rings'. Four each of the different 
work areas/services necessary 
for life on a large space structure 
— Housing Industrial, Military. 
Power, and Agricultural 

Your mission is to blast each 
of these 20 levels into extremely 
small pieces. To do this you scan 
along the Urldium-UKe surface of 
the cylinder shooting at all the 
surface installations until you 
destroy a certain percentage of 
them (the amount depends on 
the level that you are on at that 
time). 

Meanwhile the enemy defence 
system Is alerted Flying near 
special detectors (or in fact, NOT 
flying anywhere near tliem) 
Bquadrons of defence fighters fly 
out to bother you They dont 
shoot at you, but collisions re- 
duce your shields dramatically, 

Your shields are expressed as 
a percentage. Each collision can 
chop off up to 30 per cent of them 
but this is dependent on the 
severity of the crash 

The defenders can be avoided 
by shooting them or by looping 
underneath the surface that you 
are shooting up. This, however, 
loses you some shield power as 
your shields get reduced by & 
percent or so eveiy second that 
yOlTare under the surface, This 
tactic, however, is not foolproof 
as there are installations that 
project downwards that you can 
run into. 

An early demise can also come 
from the surfiice features which 
cast shadows in aUridiurnesque 
fashion — In fact some of the 
graphics are identical with this 
Hewson classic. 

After knocking out your per* 
centsge of surface bits, you can 
go onto the next leveL This is 
achieved by flying under the 
surface and Into a scoop-like en- 
trance that takes you onto the 
next section Plying into this 
entrance before you have soft- 
ened up the ship means that — 
yes, you guessed It — a quick trip 
to that great Commodore 64 in 
the sky. 

When you have traversed the 
entrance you go onto a sort of 
puzzle section 

This is where there are many 
multi-coloured squares on the 
screen and a pair of X/Y poin- 
ters. You have to line up the 



Martech, the 'one game at a time' 
company that has produced such 
gems as Samantha Fox Strip Poker, 
Crazy Comets, and Zoids, have 
launched , a shoot 'em up *W JLIL' 
Mike Roberts commences 

hostilities 



• i 




pointers and 'shoot* out the 
squares that are of the same 
colour as the border — falling to 
knock out the required number 
in the appropriate time will 
result in returning to complete 
that level again 

Control of the ship is straight- 
forward. Up and down will skim 
you across the screen, and when 
you approach the edges (when 
Dying forwards) you do a little 
roll and Oy under the surface. 
Speed is controllable and reverse 
thrust engages automatically 
when you are slow enough This 
will (slowlyl) let you retrace 
your steps. Reverse thrusting is 
just that. You move along the 
surface backwards So you can't 
Just flip around and fly off in the 
opposite direction anihilatlng 
eveiything as you go. In WAJL 
you just move backwards, you 
also can't Ore when you are 
doing this — which Is a shame as 
occasionally a huge number of 
defenders will come after you, 
and you have to fly straight at 
them to get your guns working. 

The best technique for getting 
around the game is to slowly and 
methodically blast away rows 
and rows of surface features and 
avoid the enemies whenever 
they appear, when you get better 
you can go after them to rack up 
some more points, but to start 
with I kept well away. 

The game itself is very well put 
together and presented with 
Hubbard muzak playing at ap- 
propriate moments and an 
Interesting way of putting the 
high soore up. The graphics are 
of the standard that zap-em 
freaks have come to expect on 
the Commodore 64, and this 
graphical quality Is carried on 
through all aspects of the game. 

Stop Press I 

Martech are now adding the 
final touches to the game 
and tuning it ensure that 
it is will test your reflexes 
to the limits.. 

At the time of writing 
these additions included 
a time limit for each 
level and bonus points 
for ace blasters.. 

W.A.R will be avail- 
able In C64 , Spectrum , 
Amstrad and MSX formats. 
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OCEAN SOFTWARE 

OCEAN MOUSE CENTRAL ST 

MANCHESTER AQ 5NS 

tLEPMONE OOI 63Q 0033 

:LEX 00QQ77 



*TM and © 1984 
Universal City Studios, Inc. 
All Rights Reserved. 
Licensed by Merchandising Corporation or America, Inc. 



